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THEY'RE NOT LIKE EVERYONE ELSE. THEY CAN DO THINGS MOST PLAYERS CAN'T. AND THEY'RE EVERY RED-SHIRT, WALK-ON FRESHMAN'S WORST NIGHTMARE. 
YOUR ASSIGNMENT IS SIMPLE. STOP THEM. <> WELCOME TO NCAA’ GAMEBREAKER; RUDY. WITH REAL BOWL GAMES, REAL STADIUMS, REAL TEAMS, EVEN REAL 
FIGHT SONGS. YOU CAN PLAY ALL 111 DIVISION I-A TEAMS, THE ТОР I-AA TEAMS AND SOME OF THE GREAT TEAMS OF THE PAST. YOU CAN CALL REAL COLLEGE 
FORMATIONS LIKE THE FAMED WISHBONE AND RUN THE OPTION AS IT WAS MEANT TO BE RUN, PITCHING THE BALL RIGHT UP TO THE NANOSECOND BEFORE YOU 
GET CLOCKED. THERE'S ALSO STAT TRACKING FOR THE ENTIRE SEASON AND A HEISMAN TROPHY RACE. © THERE'S AN NCAA’ GAMEBREAKER NATIONAL 
CHAMPIONSHIP TOURNAMENT WHICH UNQUESTIONABLY DETERMINES THE NATIONAL CHAMPION. PLUS UNLIMITED CAMERA ANGLES SO YOU CAN GET THE 
ABSOLUTE BEST VIEW OF YOUR OPPONENT RUNNING BACK ONE OF YOUR KICKOFFS. CLASSES BEGIN SOON. BE PREPARED FOR YOUR FIRST LESSON. 


(8 For game hints call 1-900-933-SONY(7669). The charge is $0.95 per minute. Callers under the age of 18 must get parental permission to call. Touch-tone phone is required. Available 24 hours a day/7 days a week. 
E U.S. only. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. U R NOT E and Football GameBreaker are trademarks of Sony Interactive Entertainment Inc. All team icons, logos 


and insignias that appear in this product are trademarks of the NCAA and/or its member institutions, are used under license, and are protected under the trademark and copyright laws of the United States of America. The 
Ohio State University uniform is a trade dress property of The Ohio State University and used with permission. Developed by Sony Interactive Studios America. © 1996 Sony Interactive Entertainment Inc. 
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you aim 

corner. “Zoom in” 
baserunner windows 
let you make your 
best pick-off move 
to the bag. 


Create your own 
players from scratch, 
or modify any player's 
ratings, or even their 
physical attributes! 
The resulting player 
will be true-to-life, 
on-field and off. 


Optional wide-angle 
pitcher and batter 
views recreate the 
traditional look of a 
broadcast baseball 


{ game in beautiful 


256-color SVGA 
graphics! 


Hot new user interface 
gives you instant 
access to any feature. 
View and manage your 
team from the field, 
from the dugout, and 
from the General 
Manager's office! 


It's all here: pick-off 
plays, hit-and-run, 
suicide squeeze, 
towering pop-ups, 
and more. The 
ultimate simulation 
of baseball, for 
everyone who 

loves the game! 
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ith Magy and Martinez on 


the mound and Lofton, Belle 
and Baerga at the plates this 


team could win their first | 


pennant in 40 years, 
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PlayStation" 
PC CD-ROM 


Watch your best 
reliever warming up 
in the bullpen, and 
analyze your starter's 
fatigue, pitch count, 
and performance. 
= When he's ready to 
&o, you're ready to go! 


Experience the best 
of baseball history 
with the bonus 
“Legends” League— 
12 great legendary 
teams from history, 
come to life in 12 
beautifully rendered 
old-time stadiums. 


For maximum variety 
in gameplay, change 
any manager's 
tendencies on any 
team and see the 
results play out 

on the field and 

in the stats. 


This “fifth generation" 
fielding simulation 
has additional play 
animations, baseball 
plays, and graphics 
realism, resulting 

in true-life baseball 
gameplay. 


See for yourself! 

For demo; 
http://www.MindSpan.com/ 
MindSpan/hb5.html 


кезей by MindSpan. Accolade is an official licensee of the Mejor League Baseball Players Association. LOGO ©MLBPA MSA. PlayStation, the 
Warner Elektra Atlantic Corn). a Warner Music Group Company. АП rights reserved. Screens shown are from PC version. 
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EXNEUS Page 12 
Crystal D ... Back from the Brink, Sony's 
new packaging, ID4 comes home, Sierra 
goes console with Nascar and more. 


EXECUTE: Page 1! 


Skeleton Warriors, Tekken 2, Track & 
Field, Triple Play *97, Worms and the 
Fade to Black walkthrough part 2. 


EXCLUSIVE: Page ? 


This month we treat you to an exclu- 
sive in-depth on Capcom. 


EXPECTING: Page 18 
Burning Road, Andretti Racing, Pit Ball, 
Lost Vikings, King of Fighters 95, Final | 
Doom and more, all in 50 words orless. |. 


EXTREME: Page 44 


Tekken 2, the best fighting game of all 
time is here. Six pages of hard-core 
fighting bliss. So good ... it’s scary. 


EXRATED: Page 3b 


This month: Crash Bandicoot, Gunship, 
Beyond the Beyond, Tokyo Highway 
Battle, Worms and more! 


EXPORT! Page 70 


‘Namco Museum Vol. 3, Pure, Simple, Wild 
life Choro Q and Cool Boarders, all from 
Japan, all new, all game, all right! 


SO, DAVE... 
VOLUME 1 9 ISSUE 10 | 
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This month's cover feature, Namco's 
Tekken 2, is significant, not only for its 
incredible gameplay, high-resolution 
graphics and cinematics, but because it, 
along with Sony's Crash Bandicoot (fea- 
tured on our August cover and reviewed 
in this issue) and NFL GameDay ‘97, 
represents the PlayStation's arrival into 
the *96 holiday season and its emergence 
as the clear market leader. 

Expectations for all three of these 
games are running very high, both with 
you and I, as the end-users of these prod- 
ucts, and inside the doors of both Namco 
and Sony Computer Entertainment. In 
the case of Tekken 2, Namco is well 
aware of the significance of Tekken 2's 
release. The game was released in Japan 
earlier this year, only on PlayStation, 
and has done phenomenal business at 
retail — selling over 1.2 million units 
and penetrating over half of the installed 
user base in the Land of the Rising Sun. 

Namco has had a number of months 
to plan its marketing strategy in 
America, focusing on release dates, TV 
and print media campaigns, point-of- 
purchase and retail promotions and the 
like. The game has *«Mega-hit" written 
all over it. It has been a major arcade 
success; the original game was one of 
the PlayStation's key launch titles last 
year and the $199 hardware price tag 
will widen the market to include more 
players in the 18-24 age bracket — a 
group that has historically been one of 
the greatest consumers of one-on-one 
fighting games. 

Then, of course, there is the less sci- 
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entific way of looking at this thing dun 
that is centered around the fact that I 
can't stop playing the game. I don't like 
fighting games ... I have never liked them, 
Sam I am. But there's something about 
Tekken 2... it could be the amazing level 
of realism, both graphically and in terms 
of gameplay, or it could be the fact that 
the cinematics and story-telling are 
heads and shoulders above that repre- 
sented in any fighting game that came 
before ... I don't know. But, for a guy 
who would never drop 8 bits into the 
arcade game, for fear that some 15 year 
old, with more tattoos and body rings 
than Madonna, Dennis Rodman and 
Popeye the Sailor combined, would 
spank him into submission and public 
humiliation, I am completely hooked 
and semi-confident that I can hang (well, 
sort of) with the average Tekken 2 
player. 

In addition to our Tekken 2 cover- 
age, we have expanded the size of the 
magazine (and will be doing it again in 
the October issue) and we are beginning 
a new feature this month. Our 
EXClusive section is changing slightly, 
expanding to four pages, and we will be 
profiling a different publisher each 
month. This month, it's Capcom and we 


will be taking a look at all of their... 


upcoming holiday titles, including 
Marvel Super Heroes, Street Fighter 
Alpha 2, Major Damage, Star Gladiator, - 
Werewolf: The Apocalypse, Breath of 
Fire 3 and Mega-Man 8. As always, we 
hope you enjoy this issue and look for- 
ward to your input and comments. 


Dave 
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Long before 


there was ultra-super-duper-64-bit-polygon-video- 


capture, hardware hype, WEIRD TYPE , point- 


“ less game ratings, E3, screaming: guys in ads, 
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Introducing Namco 


Remember... 
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" were one-or-two player mode? 


The greatest icon in gaming history returns in his original 
romp. Can you escape the ghosts while munching your 
way through a maze? Pop a power pill and gobble up a few 
phantoms along the way. 


Well those days are back and better than ever. Presenting 


The arcade shooter that set the 


standard. Squadrons of robotic 
bugs set out to swarm your 
starship. Includes never seen 
before bonus rounds - plus 
a way to sacrifice ships to 


increase your own firepower. Namco Museum" Volume 1 for the PlayStation" = the first 


vas fun. 


Museum Volume 1 


in a series of five video game 


TM 


SPEED 275k: 
HIGH 


compendiums comprised of the 


Let the bad guys suck exhaust and 
dine on dust. You're going pedal to 
the metal through a maze, taking 2 
chances and checkered flags. world S most famous arcade The great granddaddy of all racing simula- 
tions. Climb into the cramped driver's cage 
of your 200 mph Indy car. Try to qualify, 
then go head-to-head against some of 
the greatest racing machines on earth. 


classics, plus Japanese hits never released in the U.S. 


Also includes 
ToyPop" & 
New Rally X* 


CONDITION 


There's an entire galaxy teaming 
with evil and most of it lurks 
within enemy space stations. 
Blowing the bad guys to bits has 


PlayStation 
never been this fun. у т 


Namco Museum Volume 17м & © 1895 Namco Ltd, All rights reserved. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment. The ratings icon is a registered trademark of the Interactive Digital Software Association. 
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Dear PSExtreme, 


1st off, you have the best mag and you do an excellent 
job, so here's my $30.00... you've earned it. (Please 
start my subscription with Vol. 1 — Iss. #10 
(September).) 

There's just a few things that are really aggravating 
me! Please read this!! 

1) Your EXCAVATE section is great, but not correct! 
Your review of Agile Warrior: F-111X in the Nov. 95 
issue was given a 9196, not a 9696!! Your EXCAVATE 
has been wrong on this game for the last 3 or 4 issues, 
80 I've given you plenty of time to catch it. You may 
want to check the opthers, as I’ve not checked the 
entire list, I just happened to remember that review & 
went back to double v it. 

8) As a PlayStation only mag, your mission should be 
to review every game as they become available, & iif 
you've missed some games (& you have, I've included a 
list), you need to do a “back review” on those titles. 
T've read in several issues about you thinking the mag 
should be thicker, well here’s your chance! How can you 
vote for a “game of the year” if you don’t have a 
review for all the games!? 

3) Tell how many players can play the game at а time! 
*Please, please, please, fix these minor flaws!* 


Robert D. Mann 
New Albany, IN 


PS. Don't change anything else, you're (almost) per- 
fect! 


Thanks for the kind words. To answer your questions: 
1) We definitely did NOT rate Agile Warrior F-111X 
91%, we gave it a 96%. 

8) We did rate about a quarter of the games that you 
listed (list not shown), the rest were either submitted 
to us too late to get into the issue or were so bad they 
didn’t even deserve acknowledgement of their exis- 
tance, Editorial space in our magaine is in high 
demand, so reviewing old games would take pages 
away from other, more timely, information. We have 
played all of them and will give them due consideration 
in our end-of-year evaluation. 

8) We've been considering adding a little more informa- 
tion of that nature to our rating box. 


Hey Extreme, 


You guys kick butt. You’re cooler than those other mag- 
azines, them butt-plugs. I own a PlayStation with 6 
games, all cool, and I do not see what is so great about 
the N64, ohh I get chills thinking about it, it sucks. The 
only thing I think sucks about your cool magazine is 
your rating for Cybersled. That is the best game I have 
ever played. I've been renting it for weeks now because 
my mom won't let me buy any more games, she says 
they are too expensive. If you do not appreciate any- 
thing as cool as Cybersled, send it here. 55% geeez!!! 
That rating sucked. That Tin game is awesome. Will you 
send it please, If someone else has spoken for it, set 
them to the side. I think they suck. 


Darren Paye 
Huron, SD 


Dear PSExtreme, 


Please send me the Game Shark code for getting Devil 
Kazuya on the original Tekken. Also I would like to 
know what you think of this idea: some of the best 
Toshinden 2 and Tekken 2 fighters fight for their lives 
in a game named Ninja Fighters. If you like my idea 
please mail me a letter saying so and I would like to 
know if it would be good to have NI counters. While I 
was on a trip at Panama City somebody said that 
maybe I could be a Game Creator. Is that true since I’m 
eleven years old? I've been playing games since I was 
eight years old. 


Sincerely, 
Sean Carter 
Austell, GA 


PS. Please send me your answers because this is my 
first time writing to a magazine. 


Play as Devil Kazuya: 80100924 0028 This code works 
by giving you a score of 40 on the Galags game — to 
таке it work, play through the Galaga game во your 
score gets registered and Devil Kazuya is made avail- 
able. 


You can be a Game Creator. Take your idea and pre- 
tend it's homework. Write it down in detail. Try to 
think of everything you want the game to be. Spend an 
entire year working on just that idea. Get your friends 
to help if you need to. Then call it a game design docu- 
ment and hire a lawyer to draw up 8 non-disclosure 
agreement and а contract proposal and send it to your 
favorite game publisher. Don’t ask for less than 
$25,000 for the design and don’t mention how old you 
are unless they like the design. You might want to 
make up your own characters, because most big com- 
panies don't like sharing their characters with others. 
Don’t be disappointed if you're turned down. It takes 
most people years and years to become sucessful at 
what they love. 


Dear PSExtreme, 


First off, you guys have a spectacular magazine with 
in-depth coverage and your gigantic screen shots make 
your mag the undisputed king of gaming info. Now I 
come to you almighty one in hopes you can solve my 
problem. I NEED CODES! Ahhh, but not just any codes. I 
need codes for my Japanese imports on my 
PlayStation. I have Boxer's Road and All Pro Wrestling 
(both are awesome games) and I need to know how can 
I obtain codes for these games. I really would like to 
have them for Boxer's Road and if you can get them, I 


' am in debt to you for life. Help! I’ve fallen and I can’t 


get up. 


PS. Your ratings for video games have been right on 
target so keep up the great work and put those thumbs 
into overdrive. 


We searched and searched but couldn't find any codes 
for Boxer's Road. Sorry. Here's some good ones for 
New Japan Pro Wrestling: 

Secret Character Codes (Done at title Screen) 

The Great Muta: 0,2,4, 1,0, €x, ¥,%,¥,0,€,A, 1,09, 
and Select. Go to 3rd guy down from top on character 
screen and push select 

Power Warrior: 0,%,0,%,0,A,0,A,,¥,€,%, and select. 
Go to 7th guy from top and press select. 

Kero Chan (the announcer) 

LL,L1,L2 R2, R2,R1,A, %,%, ^ and select. Go to 9th man 
from the top and push select. 

Tiger (referee) 1,¥,€,2,A,%,0,0,L1,R1,L2,R8 and 
select. Go to 11th guy and push select. 


Dear PSExtreme, 


Great job on everything guys. I loved your post E 
report. I have some questions/comments for you: 

1. Will Twisted Metal 2 be linkable or have a co-op 
mode this time? Also, do you know if the split screen 
mode will be horizontal again? That works well. 

а. You mentioned a while ago that you were ocnsidering 
packing a PS demo disk with each issue. I would be will- 
ing to pay a lot more per issue if you did this, and I 
don’t think I’m alone. 

3. Which looks like the more promising first person 
title at this point — Tenka or Disruptor? 

4. You answered a question in issue 8 by saying that 
Capcom has no plans at this time to make a Resident 
Evil 2. I called them a week after RE 1 came out, and 
they said that the papers had just been signed to make 
a sequel. Just letting you know. 

5. Why is your letters section only one page now? 


Thanx, 
Skyler Livezey 
Indianola, WA 


1) We have spoken with the kind fellow in charge of 
Public Relations for Twisted Metal 2 (Sony's ever- 
Pleasant and cheerful Kevin Horn, of course) and he 
ваув по way, José, no link-up and no co-op mode. 
However, the split-screen mode will be either hori- 
zontal or vertical ... it’s up to you. 

8) While it’s become common place for European and 
Japanese magazines to incude demo CD's, Sony of 
America just doesn’t want it to happen with any 
magazines in the U.8. They're the only ones who can 
produce black CD's. 

8) Disruptor looks like it’s going to be better at this 
Point but, remember, both of these games are still in 
development, so the final products may be vastly 
different from what we've seen so far. 

4) Resident Evil 2 18 scheduled for release in February 
of 1997. 

B) To make room for other features. 


Address all mail to: 
EXMail 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
email: d3@quake.net 
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“hunt and kill action 

Ш Campaign mode for hours of 
real helicopter combat 

Ш Doy and night missions in 
Central Europe and the Persian Gulf 


Visit your local retailer or call 24 hours: 
= 1-800-695-GAME (U.S. and Canada). 


CO-PILOT: HERE HIT 
СЕ риот, HERE TAKING Таа <> 
LOT: INCOMING FRONT 


©1996 MicroProse Software, Inc. сичѕні and MicROPROSE are registered trademarks of MicroProse Software, Inc. Licensed by Sony Computer Entertainment America for use with the PlayStation game console. 
PlayStation and PlayStation logos are trademarks of Sony Computer Entertainment, Inc. All other trademarks are the property of their respective holders. Call 1-800-771-3772 for information on Game Ratings. 


SONY WRAPS SOFTWARE 
IN NEW, SPIFFY PACKAGE 


Those of us who have been. 
purchasing PlayStation soft- 
ware since last November 
know of the inconsistencies 
ay in the boxes that our games 

Й have been shipped in; some 
have arrived to retail in 
these very cool black plastic boxes with ribbed 
edges (very expensive and slow to manufac- 
ture), some have been in less-cool clear plas- 
tic boxes, the exact same ones that Sega uses 
‘or the Saturn, and, according to legend, Sony 
and Sega own jointly (you can see the poten- 
tial problems with getting those to arrive ina 
imely fashion at Sony's warehouse!) and still 
others have arrived in cheap cardboard boxes, 
with the covers stickered-on, including a pho- 
tographic reproduction of the black box’s ribbed 
edge ... very confusing! Sony has, thankfully, 
put an end to these inconsistencies with the 
release of “Sim City 2000” and “Worms”, 
he first two games to hit retail in Sony's new 
jewel cases. The jewel cases will come in two 
configurations, single-wide and double-wide. 
Like music CD’s, these packages will be used 
depending on the number of CD’s included 
in the package and the volume of other mate- 
rials being included with the game. Hopefully, 
this will be the end of the box shuffle, because 
we're having a heck of a time alphabetizing 
our library, as it is! 


CRYSTAL DYNAMICS — 
BACK FROM THE BRINK 


As reported in last month’s edition of EXNews, 
Crystal Dynamics, the Palo Alto, CA based soft- 
ware publisher, is currently in the process 
of restructuring the company; but, because of 
some 11th hour decisions and thanks to fur- 
ther market analysis, will continue to publish 
software for PlayStation and Win 95. The com- 
pany has already trimmed its work force to 
50, from the over 120 employees that it had 
previously employed. According to CD’s Scott 
Steinberg, the company’s board of directors 
decided to re-evaluate its position, after tak- 
ing a long look at their product line and the 
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console market for ‘97. Most of the layoffs 
have occurred in administration, public rela- 
tions, marketing and sales. In addition, the 
company will be looking for a distribution part- 
ner for its upcoming titles, Legacy of Kain, 5D 
Baseball and Pandemonium (as featured on 
the cover of the June '96 issue of PSExtreme.) 
If rumor holds true, Sony is reportedly very 
interested in partnering with Crystal, on these 
titles. We'll keep you posted on further devel- 
opments. In the meantime, check out this 
month’s EXPecting for the latest on “Kain.” 


SIERRA ON-LINE TO PUB- 
LISH FOR PLAYSTATION 


Sierra On-Line, the award-winning and best- 
selling PC software publisher, will start bring- 
ing its product line to the PlayStation, in the 
near future. Best known for its King’s Quest 
series, our sources tell us that Sierra plans on 
coming to market with its first titles late this 
year or early next year, beginning with a 
Nascar racing title. 


MERIT BRINGING “NOT 
JUST ANOTHER RACING 
GAME” TO AMERICA 


England’s Merit Studios, the developers of 
“Pete Sampras Tennis” for the Genesis, have 
their sights set squarely on the PlayStation. 
The game, “AR Drivin"", is a real-time, 3D, 
road race where players can decide whether 
to keep their vehicle on the track or go off- 
road to find a short cut and pass their oppo- 


nents. Players will be able to drive any one of 
five different vehicles across terrain that varies 
from city to country environments. In addi- 
tion, the game will support the Link Cable and 
will include “terrain specific” obstacles. As 


گے 


of press time, there has been no official 
announcement of any formal agreement 
between Merit and any American PlayStation 
software publisher. (This is that stage of the 
game where the developer has a game, but no 
one to sell it for them.) 


Copyright 1996 Merit Studios (Europe) LTD. 


FOX'S SUMMER BLOCK- 
BUSTER, 104, COMING 
TO PLAYSTATION 


“Independence Day”, the new record holder 
for first week box office bucks in the history 
of American film, will be making its way toward 
the PlayStation this holiday season. A very 
early version of the game was displayed at EB 
in Los Angeles a couple months ago (basical- 
ly, a combat/flight demo.) The game will, to 
a certain extent, follow the movie's plot, albeit 
with a straight-ahead shooter mentality, allow- 
ing the player to choose among 15 different 
craft to pilot. Players will take their craft into 
combat, in major cities all over the world, with 
the ultimate goal being to destroy the alien 
mothership. Other than these facts, not much 
else is known about the title at this time. Expect 
the game to take full advantage of the 
PlayStation’s advanced 3D geometry, as have 
Fox’s previous efforts, “Alien Trilogy” (PSEx 
certified “Gold”, April, 1996) and “Die Hard 
Trilogy” (see this month's EXRated for review.) 
We will bring you screen shots of Independence 
Day as soon as they become available. 
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Coming soon on Sony PlayStation. Also available on M5-D05/Windows® 92 CD-ROM. 


Check out the demo at http.//www.activision.com or http.//www.mcafee.com/mforhome/. See store for special display. 


Activision is a Fegistored trademark of Activision, Inc, Adeline Software International and Time Commando are trademarks of Adeline Software International. ©1996 Adeline Software International. All rights 
reserved. Published and distributed by Activision, Inc. All other trademarks and trade names are the property of their respective holders. 
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Each month we’ll pick the best code 
sent in by our loyal and intelligent 
readers and send that person a 
brand spankin’ new copy of ASCII’s 
hot RPG for the PlayStation, 
or, if fighting’s your thing, 
Cyou decide.) 
But wait! That’s not all: if you act 
now, we’ll also include ASCII’s super 
stylish for the 
PlayStation, for your controlling 
pleasure, PLUS 
of the best, the only, monthly 
dedicated PlayStation magazine, 
„ ОҒ course! Whoa! That's 
a lot of cool stuff for just a code; 
what are you waiting for? 


Congratulations and thanks go to this 
month’s winner, 

He was the first to get us 
ЕЕ awesome cheats for Triple Play “97. 
Good job Josh! 


What you do is go to “Create Player” and 
enter any of the following names: “Jon 
Spencer”, “Chris Johnson”, “Eric 
Pauker”, “Kevin Pickell” and “Mark 
Gipson”. These are the programmers for 
the game. When you enter their names, 
everything about them is powered up. 

But if you want the MAN-child, enter the 
name: “Erik Kiss”. This is the lead pro- 
grammer for the game. He looks about 
ten feet tall and man can he crush the 
ball. I was playing Homerun Derby and 
he hit the ball 998 feet. 

CONTEST RULES: Anyone of any age can enter. The only people not 
eligible to win are employees of Dimension Publishing or ASCII Entertainment, 
their friends, family, pets and anyone they talk to or know of. Dimension 
Publishing reserves the right to make any and all decisions regarding the con- 
test. One winner per month will be chosen, at Dimension Publishing's dis- 
cretion, based on the code or trick supplied by the entrant. If you win but do 


not specify, in your code submission, which prize you want to receive (King's 
Field or an ASCII Specialized Stick), then we will choose for you. 
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LEVEL SELECT: То skip freely through this 
festival of side-scrolling, pause the game and 
enter the code TOOLOUD, which translates to 
‚©, 7, v. CAin’t no such thing, I 

type while currently cranking KISS so loud 
that the toaster was rattling when I went 
into the kitchen.) Then press and hold 

and until the game resets to 
the title screen. (This reset method isn’t men- 
tioned in the manual, by the by.) Go to the 
OPTIONS menu and the first item is TEST 
START, which lets you hit any level. (Thanks 
to Lee “Hammer” Jones for explaining this 
code to me using monosyllabic words—to 
quote Chris Farley in the movie Tommy Boy, 
“Pm retarded.”) 
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: When you set the world 
record in an Балар оп the NORMAL or HARD 
difficulty levels, the game adds a new option 
to the main menu: REPLAY, which lets you 
view the record-setting effort from an infinite 
number of angles. Here’s how to control the 
camera in the REPLAY mode: Press to 
toggle between computer camera and manual 
camera control. Press — and 7 (or O and ©) 
to rotate the camera left and right around 
the athlete. Press ^ and ¥ to raise the 
camera up and down. Press ^ and х to zoom 
the camera in and out. In an event with more 
than one athlete, press to switch between 
the кнши athletes. 
OOLIE’S 1 
( QUE: I'm about to share with you the 
method that’s so effective I often have the 
game display “Using trick?” over my power 
meter, thinking that I have a rapid-fire 
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controller plugged in. Silly PlayStation, tricks 
are for kids. You need the following 
ingredients: one pen, preferably with the 
writing thingie taken out of it (to avoid 
possible ink spillage), and one controller you 
don’t mind thrashing. Go to the OPTION 
menu and configure your controller so that 
and © are the running buttons, and and 

are the jumping buttons. During an event, 
slide the pen back and forth over the П and 
buttons as fast as your wrist can manage. (I 
was going to make a joke here about all my 
years of monkey-spanking paying off, but 
this is a family publication.) You should 
completely destroy the world records in the 
speed events—well under nine seconds in the 
100M dash, for example—and set records in 
the “technique” events with a touch of 
practice. 


В. 1: Hold after you 
select your Толы untill the battle starts 
for Medium Super Deformed. 

BIG HEAD MODE 2: After you enter Big Head 
Mode 1 code, finish the match. Before the 
next match starts, hold again for an ` 
even BIGGER head! 

Make sure you have all sub- 
possds, including DEVIL/ANGEL and 
KAZUYA. Start an Arcade Mode game. When 
you get to the 3rd match, wait until the win- 
ning round for you. Beat the opponent down 
untill around 5% energy. Then let your oppo- 
nent do the same. Then quicky kill you oppo- 
nent. You should hear GREAT!. The 4th 
match will be against Roger or Alex. Just 
peat whoever you fight against to get BOTH. 
T: when you have 
EVERYONE (all Sub-bosses, Kazuya, 
Roger/Alex, Devil/Angel) select Kazuya with 
the button for his Purple suit. 

WIRE \ME BOXING: Make sure you have 
EVERY character. Before you select your 
character, hold the and buttons and 
select the character. Make sure the buttons 
are held untill the match starts. You will 
appear as a green wireframe, with a behind 
your character view Cooking through your- 
self, at the other opponent) It is tough to 
play, but if you are the type of person who 
played that Wireframe Boxing game in the 
arcades, this will be easier for you. 


‘and Blast Chamber is a trademark of Activision, Inc. ©1996 Activision, Inc. All other trademarks and trade names are properties of their respective owners, Ай rights re 
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‘Welcome to the Game Shark section. Each month we'll 
Hist the newest and coolest codes right here for your 
cheat’n pleasure. Be warned: These codes won't work if 
you don't own a Game Shark, so don’t be calling us and 
complaining that they don't work when you try to 
enter them in your password screen!! 
COLLEGE SLAM 
Team 1 scores 999 .....8006551C 03E7 
Team 2 never scores...80065520 0000 
Player 1 inf boost....80078208 002F 
Player 2 inf boost....80078528 002F 
Infinite shot clock...800654B8 0011 
D 
Infinite time.........80053AE0 BEDE 
80053B24 BEDE 
80068988 ВЕСЕ 
80071120 044Е 
8010C484 020C 
Infinite mirror hints .800718E4 0303 
80132484 0001 


WEAPON STRATEGIES 

* BAZOOKA: The Bazooka is the only weapon 
in the game affected by the wind, which 
means you can “curve” shots around cliffs 
if the gusts are strong enough. If your 
Worm is almost dead and you want to send 
him out in a blaze of glory, walk up to an 
enemy Worm and shoot him with the 
Bazooka, at point-blank range. This does 
more damage than the Kamikaze, and you 
might cause more damage when your Worm 
blows himself up. 

HOMING MISSILES: The best way to fire a 
Homing Missile is straight up at full power, 
giving it enough altitude to soar over any 
obstacles. Just make sure to adjust your 
aim slightly for the curve of the Missile 
when it comes back down. Remember that 
it takes a moment for the homing action of 
the H.M. to kick in. 

GRENADE: These aren’t affected by wind, 
so they’re easier to aim than the Bazooka, 
but they’re best used in holes and narrow 
areas where they won’t bounce away from 
their target. Set a Grenade to MAX 
BOUNCE when you throw it into a tunnel; 
this makes it travel farther and closer to 
your victim. Don’t use a Grenade when 
you’re IN a tunnel or when terrain is 
directly above you; it'll get stuck and blow 
up directly above your pink noggin. 
CLUSTER BOMB: There are two ideal ways 
to use the Cluster Bomb. The first method 
is to fire the Cluster Bomb so it explodes 
high in the air, raining down in a wide 
spread. This is wise against several weak 
Worms bunched together, a field of Mines 
with Worms nearby, or a single Worm with 
almost no health left. The second method is 
to shoot the C.B. into a very narrow area, 
where the combined power of the Bombs 
kills the trapped Worm(s) with a single 
blast. 

SHOTGUN: This is the only weapon that you 
can fire twice—after the first shot, you can 
move and shoot again. (No Ropes or 
Bungees, but you can take a giant fall with- 
out losing your turn.) Use the Shotgun to 
shoot Mines onto other Worms, or to pick 
off Worms from across the screen; it has 
an infinite range. This is a great weapon in 
Extra Time, since each Worm has only one 
health point. It’s also handy for shooting 


DARKSTALKERS 
Infinite power P1..... 800BDBOO 0090 
800CD1A0 0090 
800CD1A2 0090 
Infinite power P2.....800BDB04 0090 
800CD514 0090 
. 800CD516 0090 
Infinite special P1...800CD36C 004C 
800CD36E 004C 
Infinite special P2...800CD6E0 004E 
800CD6E2 004E 
Infinite Time.. ..800CD85A 0063 
Mid Air Moves P1 ..800CD1A8 0000 
Mid Air Moves P2...... 800CD51C 0000 
KING'S FIELD 
See hidden doors...... 8019947E 03D0 
More light.... --8019947А 03D0 
Float on air. -.8019954E 0001 
Always run.... -.80199420 0000 
Fast experience.. ..80199414 FFFF 
Infinite magic cryst ..8009B586 0101 
8009B588 0101 
8009B58A 0101 
Infinite keys.........8009B58E 6300 
8009B590 6363 
8009B592 6363 
8009B594 6363 
8009B596 6363 
8009B598 6363 
Best swords...........8009B53A 0101 
Seath’s helm. -.80098546 0001 
Seath’s armor. ..8009B54C 0001 
Seath's shield --8009в552 0100 
Ruinous gloves --8009B558 0100 
Ruinous boots......... 8009B55E 0100 
RETURN FIRE 
Infinite fuel.........80082016 013F 
800EC21A 002C 
Infinite ammo.........80082030 0096 
80082040 0032 
800EC236 0026 
Infinite Energy...... .80082022 8000 
Infinite Lives........800A3CDC 0303 
800A3CDE 0303 
Drive in water........80082044 67DC 
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overhangs you can’t jump over. Aim the 
Shotgun just UNDERNEATH the target to 
cause maximum damage. 

FIRE PUNCH/DRAGONBALL: The Fire 
Punch cuts through the landscape and 
throws the enemy Worm vertically in the 
direction your Worm was facing; the 
Dragonball sends the enemy Worm flying 
horizontally. These moves are almost 
always used to knock Worms into the water 
or off the screen. The problem is that, if 
you punch someone into the wa-wa, you’re 
probably close enough to get knocked in 
yourself. 

DYNAMITE: The Dynamite is dropped in 
the direction you’re facing, so you can drop 
it into a hole. If you have a very weak 
Worm, and want to kill very strong Worms 
Cover 75 points), drop the Dynamite direct- 
ly on top of a Worm and stand on his head. 
The Dynamite sends you both straight up 
and down, and you cause more damage 
with your death explosion. 

MINE: Use Mines to block tunnels or to kill 
weak Worms without the excessive force of 
Dynamite. 

AIRSTRIKE: Use this against bridges, weak 
Worms at the end of the game, or a group 
of Worms in a small area. The Airstrike 
can’t be precisely aimed, so don’t try to hit 
a single Worm оп a small piece of scenery. 
SHEEP: This bouncing Dynamite is very, 
very stupid. It's programmed to jump if 
there's no solid ground in front of it, but 
that's all. ТУП leap into the water, go in the 
wrong direction, and otherwise drive you 
crazy. 

NINJA ROPE: There are almost an infinite 
number of uses for this super-de-duper 
tool, but here are the ten most important 
tips. #1: You can swing on the rope forever; 
you only lose five seconds of the timer, no 
matter how long you're on the Rope. #2: 
When aiming the Rope, go for the highest 
point on the landscape chunk. Aim above 
the landscape and adjust down instead of 
shooting low and wasting a Rope. #3: If 
your Rope causes a spray of dirt, but does- 
n’t grab the target, move a bit closer and 
try again. #4: To start swinging, simply 
hold the control pad in a single direction. 
#5: The Ninja Rope is the best way to 
escape a deep hole. Fire at the top of the 
hole, pull yourself up, and swing until you 
can extend the Rope and escape. #6: You 
can attach a Rope to a weapon crate, but 
the Rope disappears as soon as you snag 
the crate. #7: You can’t attach the Rope to 
another Worm. #8: Adjust the length of the 
Rope to swing over Mines without hitting 
them. #9: If you detach the Rope in mid-air, 
you fall and move any Worms that you hit. ' 
You can therefore use the Rope to swing 
into Worms and knock them into the water 
or off the screen. #10: You can survive a 
fall of any height from the Rope without 
losing your turn. 

* BUNGEE: Use this before you walk off a 
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RIDGE RACER 
Super Speed...........80080246 0120 
To start super speed you must 
hold down acceleration at beginning 

of the race. You can change the 
speed by changing the value 0120. 
ROAD RASH 5 

Unlimited Turbo.......800837EC 
TOP GUN - FIRE AT WILL 
Infinite missiles .....801CFECA 
WILLIAMS ARCADE GREATEST HITS 
* Defender 
Infinite 
Infinite 
Defender IT 

Infinite Lives.. -801BBDDE 
Inf Smarts + Invis. ...801BBDEO 
Joust 

Infinite Lives........801BA050 


FFFF 


0032 


Lives........801BA1C8 
Smart Bombs ..801BA1CA 


0200 
0301 


0102 
1E03 


0400 


801BA052 0005 
Robotron 2084 
_ Infinite Lives........801BBDEC 0102 
Sinistar 
Infinite Lives. -801В9ҒЕС 0003 
Infinite Sinibombs....801BA012 0900 


BATTLE ARENEA TOSHINDEN 
Infinite health P1....801BC188 
Infinite health P2 .801BC25C 
Infinite time.. .801CA6E8 
Select Gaia. .801BC11A 
Select Sho. .801BC11A 
Play w/no arms... .801BC11C 
Play w/arms or legs ...801BC11C 
Play with a head only .801BC11C 
Player 1 autoplay.....801BC116 
Player 2 autoplay.....801BC1EA 
MOTOR TOON GP 2 (Import) 
Infinite coins........800DB976 
Infinite super shield .800DB988 
&nfinite continues ....800DC7CC 
NAMCO MUSEUM VOL.1 

Bosconian 

Unlimited Lives .......8015728C 
Galaga 

Unlimited Lives .......801A3E1C 
New Rally-X 

Unlimited Lives.......800E4900 
Unlimited Fuel........800E4FC8 
Pacman 

Unlimited lives.......801178E0 
Pole Position 

Stop Timer.......... ..80131946 
Rally-X 

Unlimited Lives.......800E3774 
Unlimited Fuel........800E3E3C 
Toy Pop 

Unlimited Lives.......800FD270 
Unlimited Time. - -800C5CD8 
FLOATING RUNNER 

Unlimited Lives.......80151880 
JUMPING FLASH II (Import) 
Unlimited Time..\......80103BA8 
Unlimited lives .......80106BD8 
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high cliff; you won’t stick into the ground and 

lose your turn. Don’t push the button to use 

the Bungee; just walk off the cliff and it kicks 
in. Press the button when you want to drop 
off the rope. 

* GIRDERS: Put a girder above the head of a 
CPU Worm. If he doesn’t have any Teleports 
left, he’ll just sit there. Weird. You can also 
use Girders as a bridge to cross a large gap, 
as an obstacle to deflect aerial attacks, or 
to swing across a chasm with the Ninja 
Rope. 

* KAMIKAZE: Kamikaze kills usually aren't 

from the meager damage, but from struck 

Worms flying off the screen—the Kamikaze 

can knock a Worm about two-thirds the 

length of the playfield. Make sure there 
aren't any cliffs or stray pixels your 
intended victims might hit. The Kamikaze 
is particularly good on a bridge with sever- 
al Worms—it’s almost like bowling for kills. 

PROD: This barely-useful “attack” doesn’t 

do any damage, and nudges the target 

Worm a very short distance, so use it only 

when you’re absolutely sure you’re going to 

push your enemy to his death (off the 
screen, into the water, or into mines). It 
certainly does piss off your opponent when 
you kill his Worm this way. 


TEAM 17'S OFFICIAL SETUP: Below are the 
game and weapon setups Team 17 endorses 
for use in all Worms tournaments, and we - 
suggest you use ‘em in your own games after 
you've been playing for a while—they make 
skill much more of a factor. And we quote 
from Team 17: “In each case, the first land- 
scape generated is used. All teams must con- 
sist of four worms each having 100 points.” 

* GAME OPTIONS: Rounds to win the match: 
8. Round time in minutes: 10. Move time in 
seconds: 30. Worm placing: Random. 
Maximum number of mines: 8. Round time 
displayed: Off. Extra time at time out: On. 
Banzai mode: Off. 

* WEAPON OPTIONS: Bazooka: On. Grenade: 
On. Shotgun: On. Fire Punch: On. Dynamite: 
1. Airstrike: Off. Blowtorch: 2. Ninja Rope: 
3. Girders: 2. Homing Missile: 2. Cluster 
Bomb: 5. Uzi: On. Dragonball: On. Mines: 1. 
Teleport: 1. Drill: 3. Bungee: 3. Kamikaze: 
On. 


END-OF-MATCH AWARDS: At the end of a 
match, four awards are doled out to various 
Worms. WORM OF THE MATCH: This is the 
Worm that caused the most damage and 
received the least amount of damage over all 
the rounds played in the match. Also shown 
is the number of kills the Worm racked up. 
BEST SHOT: This is the Worm that caused the 
most damage with a single shot. Also shown 
is the number of Worms that were killed in 
the shot. (Team 17"s in-house record is an 
uncanny nine kills.) MOST FIERCE: This is 
the Worm that caused the most amount of 
damage during the game and killed the most 
Worms. MOST USELESS: This is the worm 


compiled by Toolie 
that caused the least damage and was hit the 
most, 


REPLAY A LEVEL: You can play the next 
round on the landscape you just played by 
entering the number 1471. 


Fade to Black 
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The second part of our mammoth (but 
sadly humor-free, to save precious 
space) strategy guide continues at the 
beginning of Level 4, where we cruelly 
ditched you. Next month: the thrilling 
conclusion! 


LEVEL 4 WALKTHROUGH: Immediately 
run to the right and shoot the security 
camera. Return to the left and kill the 
morph. Go through the west door to a 
north/south hallway and continue west 
through the blue door. A homing mine is 
in this room, so stay along the wall as 
you move to the west door. Turn on the 
anti-radiation suit, draw your gun, and 
shoot the morph behind the door. Run 
west past the bouncing mines and open 
the two lockers for two keys. 

* Return to the east and run across the 
blue pressure plate. Walk slowly 
through the northeast door and shoot 
the two drones behind it. Turn off the 
anti-rad shield, use the energy recharg- 
er, and shoot the morph to the east. 
Use the control panel the morph was 
using and open the lockers for goodies. 
Walk to the far west side of the room 
and north into the next room. Step 
onto the yellow pad (elevator) to the 
northeast and use it to transport to the 
east of the ship hangar where you 
started. 

Walk west and face north. There’s a 
laser cannon in the wall behind you; 
jump over the green plate in the floor 
to avoid setting it off. Walk along the 
west and north walls of the next room 
to avoid the homing mine. Open the 
locker along the way. (Ignore the other 
locker; it’s empty.) Get as close to the 
north wall as you can, then run 
through the east door and over the 
pressure plates. This activates lasers 
that kills the two armored morphs. Go 
to the east side of the room, turn right, 


and run through the two south doors. 
Jump past the three bouncing mines to 
the west and go to the far west side of 
the room. Turn around to face the 
mines, draw your gun, and shoot the 
two morphs that appear as you step to 
the left. Open the locker for a field scan- 
ner and mine. Return to the elevator. 


Walk southwest and run southeast down 


the hall, past the morphs that appear 
behind you. Walk through the east door, 
then the north door, and use the energy 
recharger. Walk through the north door 
at the west end of the hallway. 

Walk through the double doors onto the 
upper bridge. Activate the field scanner 
so you can see the moving plates on the 
bridge. Jump over the plates to avoid 
getting killed by powerful lasers. Keep 
moving forward, because the plates 
move back and forth. At the end of the 
bridge, turn off the scanner and walk 
north. Kill the two morphs behind the 
door (n the northeast and southwest 
corners of the room). You can run 
through the room and back into the hall 
before they drop, to kill them from a 
better position. Open the lockers in the 
room and walk south to the floating 
head. Shoot the panel next to the red 
force field to free it. Follow the head 
south, shoot the two drones, and enter 
your ship. 


LEVEL 5 WALKTHROUGH: This level is 
huge and quite nasty. Open the door and 
run straight ahead, hitting the blue beams 
to refill your energy. When you get 
through the east door, shoot the drone 
behind the stone statue. Continue east into 
a room with a statue in the middle and 
two lockers on the south wall. Run to the 
south side of the room and past the statue 
to wake it up. Avoid the paralysis rays 
fired from the east wall and lure the stat- 
ue into the northwest corner. Shoot him 
with five exploding bullets to stun him 
long enough to open the lockers. 

* Return to the starting room and use the 
northeast elevator. Open the west locker, 
then the locker near the pressure plate. 
Don't hit the north button. Walk east 
'and run along the north side of the 
walkway to hit the blue beam. You enter 
a room with two more beams, but don’t 
use them unless you're low on energy. 
Draw your gun and kill the morph 
behind the east door (he's in the north- 
east corner). 

Walk north around the corner and avoid 
the plates. There's a morph around the 
corner, another one in the north hall, 
and three morphs in the north room 
with the pool. Walk through the west 
door from the pool room and shoot the 
drone to the south. Press the button on 
the north wall and open both lockers. 
Return to the pool room and press the 
button north of the pool to activate the 
floor panels. 

• Run south and avoid the floor panels to 


reach the end of the hallway. Activate 
the east statue to wake up another stat- 
ue. Lead the statue north and stand on à 
pressure plate to fry the statue. Pick up 
its eye and take it back to the pool 
room. Use the eyeball on the north side 
of the pool and you get the pyramid 
code. Head to the south end of the hall 
and use the statue across from the one 
that you used earlier. 

Enter the secret passage on the other 
side of where the walking statue 
appeared. Shoot the drone and run past 
the bouncing mines. Open the locker and 
Stay on the south side of the hall. Stop 
just before you reach the floor plates, 
Wait until the red beam is north, then 
jump and run forward. The hall leads 
back into the elevator room. Take the 
elevator down to the hangar room, then 
take the west elevator. 

Draw your gun and immediately shoot 
the morph. Walk north and shoot the 
two morphs behind the door. There's a 
roomful of mines behind the next north 
door; take a few hits if you have the 
health, then spring north and hit the 
blue beam for some health. The next 
large room has birds inside it, but you 
probably need a health recharge first. 
Use the left hallway and go north 
through the blue beam. Return to the 
middle of the bird room, step on the 
pressure plates to activate freeze rays, 


' and pick up ALL of the birds. If you still 


need health, use one of the blue beams 
in this room. 

Walk through the south (center) door 
and use an explosive clip. Face east and 
sidestep, then shoot the charging 
armored morph. Run to the end of the 
east hall and shoot the statue to stun it. 
Reload, go around the corner, and go 
west down the hallway. Stop before you 
reach the south passage. Sidestep while 
facing south. and shoot the armored 
morph. Go through the southwest door 
and shoot the drone. Use the blue bar 
for energy. 

Go southeast, open the door, and lure 
the statue to the morphs. He’ll kindly 
crush them for you. Then lure him 
north, stun him, and run south to the 
mural in the middle of the wall. Change 
the first shape into the largest form, 
then change the fourth shape to the 
smallest form. (Don’t tweak the middle 
shapes.) The southwest door opens. 
Shoot the spider behind the door and 
open the locker. Go through the west 
door and then the south door at the end 
of the hall. Take the elevator down to 
the hangar. 

Take the east door and run across the 
walkway into the next room. Avoid the 
statues and run into the easternmost 
room, then go through the northwest 
door. The rune patterns on the floor are 
handy later on. Ride the north elevator. 
In this room, wait for the laser beam to 
move directly in front of you, then to 


the left. As soon as it moves, step for- 
ward. Wait until the beam is on your 
right, then jump the electric plate and 
move quickly forward. Before you go 
through the north door, press the button 
on the right to shut off the beam. 

To reach the ledge in the Oracle Room, 
you have to follow a path that goes over 
these symbols in order: cross, diamond, 
square, circle. When you reach the cir- 
cle, repeat the pattern. There’s a path 
that goes along 90-degree turns, so fol- 
low it. When you've finished the puzzle, 
a face rises from the floor. Give him the 
bird in your inventory. Take the elevator 
down and leave the room. Turn left and 
set the levers, from left to right, like so: 
down, up, up, down. This opens the door 
to the right. 

Go through the door and use the north 
elevator. Walk north while avoiding the 
freeze beams. Run past the statues 
down the east hallway and through the 
door into the Pyramid Room. From left 
to right, use the gray, orange, blue 
(already placed), red, green, and yellow 
&ems in the holders. A pyramid emerges 
and spills the secrets of the Morphs. 
When you're done, several morphs 
appear to the east, including a new 
invulnerable “supermorph.” Uh-oh. 

Run through the west door, then the 
north door, shooting the drone. Open the 
locker and use the blue beam for health, 
then go back through the door you 
entered and start running south. Dodge 
the supermorph and keep going south to 
the elevator. Use it to reach the next 
floor. Run down the hallway to find the 
floating head. Go through the east door 
and use the teleporter to escape. 


LEVEL 6 WALKTHROUGH: Immediately 


duck, turn left, draw your gun, and shoot 


the morph and tanks. Get onto the space- 


craft, fly along the hallways, and use a 
strafing method, shooting as you move 


from side to side. Dodge the blue energy 


fields and electric beams, keeping your 
speed as low as possible. A few enemies 
need to be shot with your cannon, but the 
energy fields are the most dangerous 
obstacles. The flaming turrets fire at regu- 
lar intervals; wait for the flares, then fly 
past them one at a time. At the end of the 
first tunnel is an elevator shaft that leads 


to a room filled with shafts. Use the south- 


ern shaft to find your way to the exit. 
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Spotlight on: 


a Со: 
This month, we are taking a new direc- 
tion with EXClusive. The feature will now 
present, each and every month, four 
pages that cover an individual soft- 
ware publisher. The focus will be on 
both the games that the profiled com- 
pany will be releasing in the near 
term, and on the business behind the 
fun. For our maiden effort, we are 
turning the spotlight on Capcom and 
its president, Greg Ballard. Without 
further a-do, let's take a look at 

Capcom, its upcoming releases for 

this year and beyond, and talk to 
the man behind the plan. 


Where do you see Capcom in the 
marketplace at the end of ‘96 and going 
into ‘97? 


Greg Ballard: Capcom, worldwide, is as big 
& third party publisher as exists anywhere 
in the U.S. What we've always lacked is 
the sort of strength that Acclaim or 
Electronic Arts has. What Japan wants to 
do and what my charter is for the com- 
pany, is to build up our U.S. operation to 
the point where it competes head-to-head, 
dollar-for-dollar, with the leading compa- 
nies in the third party in the U.S. So, 
my very explicit goal is to build this com- 
pany into a competitor, on equal footing, 
with Acclaim and Electronic Arts and any 
one of a number of other companies that 
Ican name, and where we maintain a posi- 
tion among the top three third party pub- 
lishers. 


How will Japan measure this suc- 
cess? Is the sales and distribution end 
of the business your primary target (in 
competing with Acclaim and EA)? With 
most of your product development being 
controlled in Japan, it would seem the log- 
ical place to focus the American opera- 
tion’s efforts. 


GB: You’re right, our product development. 
is effectively controlled in Japan, but one 
of the pillars of our strategy is to devel- 
op a strong U.S. R&D capability; one that 
takes some of the pressure off of Japan 
and allows us to do some things in the U.S. 
that might not be the first choice for prod- 


sation with Capcom's Presid 


uct development in 
Japan. 


We know 
that Capcom of 
America has been 
down that road 
once before, in 16- 
bit, and, at least 
from our perspec- | 
tive, it seems that '—— теті жы 
the company was Greg Ballard 
stung a little bit by the American devel- 
opment. Has that influenced Japan’s com- 
mitment to next-generation games 
developed by the U.S. operation? 


GB: Not a whole lot. We’ve basically had 
carte blanche, and there hasn’t been a 
whole lot of looking back to the mistakes 
in the past. We are focusing on trying to 
figure out what it takes, in the future, to 
be successful. What we're trying to do, 
right now, is to concentrate on doing a few 
itles really, really well — games that аге 
going to be uniquely 

American. Major Damage 

and Werewolf, our first two . 
productions, are going to 
be excellent titles and 
we will build upon 
hat success fairly 
rapidly in the next 
few years. 


But, to come back 
to your issue, the 
way we're going 
о measure the 
success is in 
market share 
and in prof- 
itability. We 
already maintain a 
market share that con- 
sistently puts us in the 
top five companies in the 
industry. Sometimes 
we've been profitable, 
and sometimes we have 
not been profitable. I 
won't build a company 
that has high market 
share at the expense 


of profitability; because, at the end of 
the day, what we’re interested in is mak- 
ing great games that make money for our 
company. So, we’re being very careful about 
how we construct the infra-structure for 
this company. So far, we’ve been success- 
ful, in the year and-a-half that I’ve been 
at Capcom, in substantially increasing our 
penetration of the market and, I might 
add, in substantially increasing our prof- 
itability. 


PSEX: It has been our observation of 
Capcom that, with the transition from 16- 
bit to 38-bit, there has also been a tran- 
sition within Capcom as a company, at 
least in terms of the American operation. 
You’ve got a lot of fresh faces, a lot of 
young people in the organization and it 
seems that there’s a new energy there 
where you have the chance to go beyond 
the consumer’s and trade’s perception of: 
“Oh Capcom, the Street Fighter company.” 


GB: I think that it’s true from the con- 
sumer’s perspective. It’s also true from 
the trade’s perspective, in the sense that 
we're showing a new face and new pro- 
fessionalism in the way that we deal with 
our retail partners, etc., and with folks 
like you. 


I &uess one of the big differences in what 
I think, I hope, people are saying is that 
we have gone from being just a compa- 
ny that produces games to a company that 
prides itself on the way in which it mar- 
kets those games and lets people know 
about those games. One of the things that 
I tried to do when I came on board was to 
have Capcom advertise its products in a 
bigger way than it had ever done before 

.. to have images of our products that are 
bigger than they've ever been before. So 
that, when people see Resident Evil, they 
already had an image of Resident Evil in 
their mind — before they ever walked into 
the store. I think we've been successful in 
doing that. 


PSEX: What's your vision of the gaming 
marketplace in ‘97 and beyond? 


GB: It’s going to be an interesting battle 
between three formats, with one format 
dominating, currently that’s Sony and the 
PlayStation. The battle for second place, 
at least next year, will be between Sega, 
with the Saturn, and Nintendo, with the 
Nintendo 64. Eventually, the battle could 
be for number one in the latter part of the 


year, or possibly not until 
1998. But, I believe that, in 
the short term, what 
we're going to see is - 
a fight between Sega 
and Nintendo for the 
right to the very 
critical number two 
spot. 


PSEX: When you 
look at titles, like 
Resident Evil, where 
you have launched it 
specifically on one 
platform and it’s done 
very well, do you 
think that there is 
the potential for the 
title being watered 
down. We mean that 
more from a marketing per- 
spective than from an actual 
product development standpoint, by spread- 
ing it across other platforms? Or, is it sim- 
ply a matter of numbers and being able 
to sell it in other places? 


GB: Well, Street Fighter Alpha was on both 
platforms and I don’t think it got watered 
down. Resident Evil is just on the one 
platform and certainly has had a 
major punch. Had the title not 
been as successful as it is, how- 
ever, we would not have had the 
same marketing dollars that 
would be available if we had pub- 
lished the title on both plat- 
forms. So, there certainly 
is an advantage to being 
on more than one plat- 
form. An example of this 
would be Street Fighter 
Alpha 2, where we’ll be 
on three platforms — 
we can really afford 
more marketing dol- 
lars. So, whatever 
watering down 
effect you might 
have, I think is 
compensated for 
by the ability to 
increase your 
marketing dollars 
allocated to the product. 


PSEX: In closing, if you had 
one seed that you wanted to 
plant in the consumer’s 
mind in terms of what 


Capcom should mean to 
them, what would it be? 
What do you want them 
to think of first? 


GB: Well, I’m going to 
resist the tendency 
to say fighting 
games. The one 
thing I would 
say to consumers is 
to watch as our 
story unfolds, 
because there is 
a lot more to 
Capcom than 
fighting games. 
On the other 
hand, I think 
the fighting games 
that we will put out 
in the next year 
and a half will be 
the best fighting 


games that anybody 
has ever even 
dreamed of. 
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| Breath of Fire 3 

Life will be good for RPG players on the PlayStation 
later this year and into the next, with more than a 
few quality titles coming from Japan. Besides 
Square's much-anticipated Final Fantasy VII and 
ASCII's King's Field Il, Capcom has Breath of Fire 3, 
the third installment in their now legendary role- 
playing series. Breath of Fire 3 promises to deliver 
the goods with an intricate storyline, a unique com- 
bination of two dimensional characters with stun- 
ning 3D scrolling backgrounds, plenty of powerful 
spells, weapons and magical items, and of course, 
the classic turn-based fighting scenes we've become 
so familiar with. The storyline follows the adventures 
of Ryu (no, not that one!) a young man with a mys- 
terious background. Ryu started life as a baby drag- 
on encased in a gem deep below the earth’s 
surface. When freed from the gem, the dragon 
transformed into Ryu. Adopted by the family that 
found him and raised him as a child, Ryu grows curi- 
ous of his origins and learns of an ancient myth con- 
cerning, Milena the evil Goddess of Destruction, 
and the legendary Dragon Clans that have opposed 
her throughout history. Ryu follows the trail of the 
myths to discover that Milena is still around and suf- 
fers defeat at her hand and is knocked unconscious. 
Waking up five years later back in the mine from 
where he was once freed, Ryu discovers he has lost 
parts of his memory. Now it's up to you to regain 
what you've lost, find your friends, and set out, 
once again, to defeat the Goddess of Destruction. 
Believe it or not, this is just the intro ... the game is 
huge! 
Major Damage 
Part action/platformer, part shooter and complete 
mayhem and destruction, Major Damage is a come- 
dy-filled, one or two player simultaneous game with 
the emphasis on destruction. As the hero of Retro 
City, it’s up to you to keep crime off its streets any 
way you see fit. Go ahead and drop a building on 
an escaped criminal, what do you care? In Major 

| Damage, anything goes. This state-of-the-art, com- 
puter-rendered shooter is comprised of five differ- 
ent worlds, totaling 16 levels and features plenty of 
on-screen carnage. Along with platform levels, 
emphasizing damage and destruction, there are also 
auto-scrolling levels, where the player has a chance 
to jump behind the wheel of either the Damage- 
mobile or the Carnage Cruiser, and take to the 
streets for some excessive four-wheelin’ action. We'll 
definitely have more on Capcom's first in-house 
title in upcoming issues and you can expect to see 
Major Damage hitting retail shelves by early Fall. 

| Mega Man 8 

Besides Mario, Mega Man has to be one of the most 
successful on-going and longest running series, with 
currently up to around 15 different titles released 
on various systems. Eager not to disappoint, 
Capcom has brought him back, once again, this 
time for the PlayStation. In his newest 32-bit title, 
Mega Man 8, he has been retrofitted for the 
advanced platform with super-smooth animation, 
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tons of vivid color, all sorts of scrolling parallax and 
special effects, CD audio and, of course, all of the 
intense jumping and shooting action that he's so 
well known for. Also expect to see just about every 
Mega Man-related character making their appear- 
ances, such as his ever-helpful sidekick, Rush the 
dog. Mega Man 8 isn’t expected to ship for the 
PlayStation until February of next year, but Capcom 
has graciously allowed us to give our readers a sneak 
peak. 


——- Street Fighter Alpha 2 
s Continuing with their tried and true formula of 
MAJOR DAMAGE 


delivering the best fighting games around, Capcom 
has the newest installment of the Street Fighter 
series ready to go. Street Fighter Alpha 2 has literally: 
been in the arcades just months and is already 
almost finished being converted over to the 
PlayStation. This brand-new installment of the 
longest-running fighting game ever features a 
whopping 18 on-screen selectable characters. In 
addition to the original Alpha cast of characters, 

Ы there are five new and returning fighters as well. The 
({ new cast includes: Zangief and Dhalsim from the 
Street Fighter 2 series; Gen from the original Street 
Fighter; Rolento from Final Fight; and Sakura, the 
newest fighter to join the Street Fighter universe. 
Alpha 2 features new moves for the returning fight- 
ers, a new custom combo system, updated graphics 
and sound, and all new backgrounds. 

Star Gladiator 

Well, it’s not a 3D Street Fighter, but it is a 3D fight- 
ing game, by none other than Capcom themselves. 
Star Gladiator, a futuristic weapons fighting game, 
delivers the same level of quality we've come to 
expect from the masters of the 2D one-on-one 
fighter, with beautifully rendered 3D polygonal 
characters. Players can choose from any one of ten. 
fighters and go head-to-head with some of the 
galaxy’s most powerful fencers. The fighters are а 
range of extra-terrestrial life forms, which include: 
Hayato, Earth's hero and master of the plasma 
sword; Zelkin, a flying bird-like alien; June, the cute 
mistress of the Plasma Circles; Saturn, a cone-head- 
ed mercenary with a Plasma Yo-Yo; Gamof, a hairy 
axe-wielding alien; and Vector, an Indonesian psy- 
chic. As with all of Capcom's fighting games, Star 
Gladiator comes packed with all sorts of combos, 
specials and super moves and represents the first 
arcade game originally developed on the 
PlayStation. Star Gladiator is scheduled to release 
this fourth quarter. 

Werewolf: The Apocalypse 

Werewolf: The Apocalypse offers an exciting new. 
perspective never seen before in video games. Based 
on the popular Storytelling system created by White 
Wolf, this 3D isometric role-playing game centers on 
heroism in the face of overwhelming odds. The sto- 
ryline follows the Garou, werewolves of legend, 
that have endlessly fought to struggle against cor- 
ruption. To persevere in a nearly hopeless battle to 
gather the strength to keep all hope alive against 
relentless adversity are the fearsome challenges that 
the Garou packs must face. Werewolf: The 
Apocalypse will. mix many different elements of hor- 
ror and fantasy to create a dark, gothic environ- 
ment. The player will journey through 18 levels in 
six worlds and three sub-worlds, spanning many 
locales from San Francisco to the Amazon Rain 
Forest and Russia. Werewolf is expected to be ready 
by the end of summer and will ship early fall. 
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Full screen 3-D action as you fight б 
to rescue innocent hostages int} 
skyscraper wired to explode! 


LEGACY OF KAIN 


CRYSTAL DYNAMICS • AVAILABLE DECEMBER 


The not so retired, Crystal Dynamics, 
is set to unleash its new action/adven- 
ture title, Blood Omen: Legacy of Kain. 
The story wil go something like this. 
Kain, is a Noble in a Gothic age, who 
is brutally slain; while caught up in 
his thirst for vengeance, he makes a 
deal with the Devil. Kain is resurrected. 
from the dead by the Necromancer 
Mortanius, and realizes that the price 
of his vengeance is the curse of vam- 
pirism. Got the story? So, as Kain, you 
will roam the countryside thirsting for 
blood, as it’s required to feed your 
curse. Whilst roaming around, drink- 
ing plasma cocktails, you also have the 
ability to morph into three different 
forms: wolf, mist and a bat. All three 
allow you to do a variety of sneaky 
things, that enhance your ability to 
regain your mortal form. If you haven’t 
figured it out yet, this is one very 
bloody slaughterfest. The game will 
feature over 160,000 different game 
screens and over twenty minutes of 
blood curdling, SGI-rendered full motion 
animation. Stand by for a thorough 
review in the next few issues. 
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Altitude. Attitude. 


(Achieve a safe, unnatural high.) 


BURNING ROAD 


PLAYMATES • AVAILABLE DECEMBER 


One of the cooler titles at the recent 
ES show, in Los Angeles, was Playmates 
Interactive’s Burning Road. We spent 
more than our fair share of time, loi- 
tering around this display, with fin- 
gers glued to the control pad. Granted, 
we are racing freaks, but even the 
uninitiated were in awe of what they 
were seeing at the show. Burning Road 
is a true 5D arcade style racing/action/ 
adventure title. You have your choice 
of four different vehicles, including a 
high performance monster truck. All 
of the vehicles are a little cartoonish 
in design, with different strengths and 
weaknesses, so as to make for a more 
interesting race. There are three dif- 
ferent courses to race, that you can 
choose in the practice rounds, or work 
your way through in the competition 
level. Enough with the pleasantries; 
the allure of this game is the speed 
and the course variety. Racing a mon- 
ster truck at 120 mph, through a blind- 
ing snow storm, while attempting to 
smash your opponents into the oncom- 
ing hillside, is a freaking blast. Look 
for a thorough review this fall, and for 
Burning Road to hit retail shelves Dec 
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Push the envelope 
when you fly by-the-seat-of- -your pants in twelve searing 
missions. Engage i in air-to-air, air-fo-sea and air-to-ground 
combat with six real fighters to pilot and a gut-wrenching 
mix of 360° movement and ear-popping 
sound FX. Intense command action. 
on the PlayStation™ game console. 


= => 


PlayStation 


The Sony Computer Entertainment logo is a trademark of m Corporation. PlayStation and the PlayStation logos are trademarks of Sony 
Computer Entertainment Inc. Bogey: Dead 6 is a trademark of Sony Interactive Entertainment Inc. ©1996 ASMIK Corporation-Pegosus Japon. 
All rights reserved. The ratings icon is a registered trademark of The Interactive Digital Software Association, 


E EEEN 


EEST LAF 
TIME ELAPSED 


LIC CHANGE TIRES 
v FUEL 


FRONT AIR DAM: 0.09 
e 


EEST LAP 


TIME ELAPSED | 


4 

3 

2 
3 


REAR SPOVLER 
- ps 


EA SPORTS • AVAILABLE DECEMBER 


EA Sports is set to carve out their own 
niche in the 38 bit racing arena, with their 
latest incarnation of Andretti Racing. 
Andretti Racing 97, for the PlayStation, 
gives the arm chair racer a choice of two 
dynamic racing formats. The first is the 
Indy car circuit, which is a popular theme 
this year among PlayStation developers. 
(Stand by for Psygnosis’ Formula One.) 
Additionally, you’ll have the opportunity 
to enjoy a little Stock car action as well. 
Features include sixteen different tracks 
to choose from, including four licensed 
tracks, racing tips and interviews from the 
Andretti family (Many, Moe and Jack, oops, 
we mean Mario, Michael and Jeff.) You 
also get the benefit of FMV racing reports 
from ABC and ESPN racing broadcast- 
ers, and racing introductions by Fox Sports’ 
James Brown. Andretti lets you compete 
in a variety of modes. You can start a 
career, practice a few laps, or race head to 
head with a link cable. Three different dri- 
ving perspectives are included as well. The 
game features some very well drawn ani- 
mations and realistic crash behavior, as 
parts of your car fly back over your head, 
as you helplessly plunge into, yet anoth- 
er, wall. If this all sounds too good to be 
true, the following statement should calm 
your nerves: “Goggles Pizano” is rumored 
to be working on the final project. 
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Or bum up the road. 


There are two kinds of people 

in the world. Those who wear pink. 
And those who see red. If you're in 
the second category, you know other 
racing games just aren't up to speed. 
So hit the Burning Road? 


nditions rock your world. | 
haice:of aütomatic or manual 
Remission puts you in control- | 
XS While ample opportunities to slam or 
Ў N фе slammed hurl you out of it. From | | 
here on in, your performance is not’ 
а pretty picture. Especially when you, 
consider all the visible damage left | 
behind. Toss blazing arcade quality | 
action and 4 distinct camera angles 
into the mix for the ultimate roadkill 
| recipe. And unlike those other games 
1 where you may never know what hit 
|! you, Burning Road's entire replay 
| 
| 
| 


mode plays the whole race start to 
finish-not just lap highlights. 


So trash the tutu and strap on а 
\ helmet. Because with Burning Road, 
you're an accident waiting to happen 

„but not for long. 


http://www.playmatestoys.com ma 
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VIRTUAL PRO PINBALL 


INTERPLAY » AVAILABLE DECEMBER 


Ever the confident game publisher, 
Interplay Productions is offering a money 
back guarantee to pinball players that don’t 
improve their game by playing its new 
PlayStation title, “Virtual Pro Pinball.” (As 
to exactly how you determine this, your 
guess is as good as ours ... we'll let you 
know when we know.) The game was orig- 
inally developed by Empire Interactive and 
is a translation of its PC/Mac game. VP 
Pinball features table “hardware” that 
includes three flippers, two ramps, loops, 
orbits, targets, grab magnets, sink holes, 
diverters, jet bumpers, poppers, habitrails, 
an auto-plunger and lights. The game is 
actually four games-in-one, with tables that 
sport titles such as “Space Station Frenzy,” 
“Bike Race Challenge,” “Fast Frenzy,” and 
“Ultimate Challenge,” each with hidden fea- 
tures to discover. In addition, VP Pinball 
features multiple soundtracks, sampled 
mechanical sound effects and digital speech. 
According to five-time world profession- 
al pinball champion (How do you think he 
does it? ... I don’t know.), Rick Stetta: 
“Virtual Pro Pinball is the ultimate and 
most realistic pinball game ever.” Thanks 
for the hyperbole, Rick ... it’s just pin- 
ball, bud. The game is scheduled for an 
December release and should be featured 
within the pages of “EXRated” next month. 


THE LOST VIKINGS 


INTERPLAY » AVAILABLE DECEMBER 


PlayStation owners will soon be able to find Interplay’s 
“Lost Vikings” on their console of choice, as the oft- 
ported, puzzle-solving, Norsemen will be challenging PS 
gamers when the publisher releases “Lost Vikings: Norse 
by Norsewest.” (Get it? See, there was this Hitchcock 
movie starring Cary Grant, and this plane kept buzzing 
over his head and this babe was setting him up, and 


... we digress.) According to Interplay’s resident cover- 
grubber, John Soller, Vikings will feature “new char- 
acters, new adventures, never seen before levels, 
beautifully rendered 3D characters and backgrounds, 
new weapons and characters with distinct traits and 
abilities; you will need both brain and brawn.” Hey, 
we done got the brains fer it (editor’s note: as evidenced 
by the slick “North by Northwest” reference we made 
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earlier.) Like its 16-bit ancestors, the game is pure puz- 
zle solving, with a splash of humor and some arcade 
play mechanics thrown into the mix. Look for the game 
to hit retail in December and for an editorial evalua- 
tion in an upcoming issue of PSExtreme. 
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NICE PUNCH. 


Unfortunately, he has an iron jaw 
(and a rocket launcher). 


Welcome to 


Build your own custom robots! 


Hundreds of deadly weapon 
combinations! 


Over 100 robotic killers to 
challenge you! 


Intense split-screen mode for 
2-Player head-to-head battle! 
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Visit your local retailer or call 

1-818-879-5728 ғап onvers ому 
For game tips on our produci 
1-900-370-HINT : 


Must be 18 years of age or have parental permission. 
Touch-tone phone required 
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KING OF FIGHTERS 95 


SONY /SNK • AVAILABLE SEPTEMBER 


It’s been well-known that SNK has been 
hard at work, converting their more 
popular one-on-one NEO-GEO fighting 
games over to the PlayStation, but it 
comes as a surprise to find out that 
Sony has decided to publish these titles 
here in America. The first three you can 
expect to see released, sometime this 
Fall, are: King of Fighters 95, Real Bout 
Fatal Fury and Samurai Shodown III: 
Blades of Blood, with more likely to show 
up early next year. The first of these 
releases, King of Fighters ‘95, is a 100% 
faithful arcade/home translation, and 
brings together the largest selection 
of playable characters ever to be assem- 
bled in a video game. You can choose 
from 26 of SNK’s greatest fighters of 
all time, including characters from Art 
of Fighting, Fatal Fury and even some 
of their older and more obscure titles 
such as Ikari Warriors. Besides the huge 
amount of characters, KOF’s main draw 
is its unique team battle mode, where 
you can build a team of up to three fight- 
ers and duke it out against three oth- 
ers in a tournament to the death. The 
import Saturn version of King of 
Fighters comes with a cartridge to great- 
ly reduce load times; let’s hope the 
PlayStation version is competitive. 
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The last chapter is almost upon us! Final DOOM, Williams 
and id Software's final set of levels for DOOM fanatics, MON xe 

will be gunning for the PlayStation toward the end of this evil awaits you Ж 
year. Once again, it’s up to you to single-handedly save + 
the world from being overrun by an evil horde of out- 5 
worldly demonic creatures, thirsting for blood. The com- ! М T 
pilation of levels, found in this latest and “final” DOOM, ш A Won апі you're a 1] alone 
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were created by thousands of gamers worldwide and 
brought together onto one CD, as an ultimate tribute to 
its creators and their legions of loyal fans. This last saga 
features two new, 32 level episodes, titled “TNT: Evilution” 
and “The Plutonia Experiment”, which were hand-picked 
by DOOM’s creators, John Romero and John Carmack, 
and offer players all new experiences and adventures 
with the same weapons, demons and, of course, cheat 


codes that we’ve come to expect. Although : Т 
able for PC, the PlayStation version will offer the same 3 n 
enhanced lighting and color effects, as well as all new 
ambient sound effects, that were found in the original 
PlayStation version of DOOM. We should probably see 
Final Doom out right in time for Christmas. 
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MADDEN NFL 97 


EA SPORTS • AVAILABLE OCTOBER 


After a year of waiting, Madden has 
finally arrived for the PlayStation. Just 
before going to press with this issue, 
we received a first-playable version of 
the game and it looks good, it looks 
VERY good! *Madden NFL 97" takes 
all of the features you've come to 
expect in a Madden game: all of the 
players, all of the teams (over 100, 
including all-time and secret teams), 
player management, detailed player 
and team ratings, a playbook that is 
300 plays large, instant replay and the 
rest. What’s new to the PlayStation, is 
amazing realism in graphics and sound. 
The sound is covered in play-by-play 
provided by Pat Summerall and color 
commentary by John Madden. 
Graphically, the game is presented in 
the PS's high-resolution mode and fea- 
tures detailed player animation that 
can be viewed from any one of eight 
different camera angles. In addition, 
all 30 NFL stadiums have been accu- 
rately rendered, the game supports 
the Multi-tap and 8 player simulta- 
neous gameplay, as well as giving us 
JB (James Brown) in the booth. 
Madden NFL 97 looks like it may ship 
to retail as early as October and you 
will see Dave's review of the game in 
our October issue. 


They beat you senseless. 


They Kidnapped your partner. 
They stole your spaceship. 
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оп а forsaken planet filled with angry mutants. 
You've got to outsmart them, outblast them, 
and escape from this hell hole 
once and for all. Power-up, 
my friend. You'll be 


here a while. ` 


Touching down this fall on PC CD-ROM & PlayStation" 


Play the demo: 
www.viacomnewmedia.com 


Call (800)-469-2539 to order 
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Ten deadly 
weapons and 
^ 15 butt-kicking 
power-ups ` 


Nine incredible 3D \ 
worlds with 50 
realistic stages 
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PIT BALL 


ACCOLADE » AVAILABLE DECEMBER 


Accolade has a unique, 2-on-8 battle 

sport game, slated for the PlayStation 

this December titled, aptly enough, Pit 

Ball. Best compared as a 3D version 

of the classic Amiga game, Speedball, 

Pit Ball takes the ball-in-goal theme 

(yes, I know that’s a lot of balls for one 

sentence) and adds an aggressive, 

futuristic edge to it. Up to four play- 

ers, can compete with the use of a 

multi-tap, in a variety of different are- 

nas spanning different planets. Hach 

team has their own homeworld where 

they are best suited in their element, 

giving them the “home-court advan- 

tage”, and the object of the game is 

to slam the glowing sphere into the 

opponent’s goal at any cost. In fact, 

there are no rules in Pit Ball, and the 

more carnage you create, the more the 

surrounding audience likes it and will 

shower you with all sorts of power-ups 

and rewards. Pit Ball features a true 

i 2 5р environment and texture mapped, 
=, GRUNGE SSO і / z` e d Wn polygon players. There are selectable 
% à дысы Ж a camera angles and а bevy of options, 
= such as a Manager Mode, where you 

can manage your assets, trade play- 

ers and the like. We will be back in the 


next few issues with a complete review. 


te ТІНЕ — — ФӘ 


Wa 2:02 وك‎ 
mun M c 


IRON & BLOOD 


ACCLAIM/TAKE 2 • AVAILABLE OCTOBER 
Take 2/5 medieval 3D fighter, Iron & Blood: 
Warriors of Ravenloft (yes, it was origi- 
nally titled just “Ironblood”), is progress- 
ing very nicely. In fact, the game has 
changed quite a bit since we showed it in 
our “Expecting at E3” section back in July. 
Now, in addition to being an officially 
licensed AD&D product, new characters 
from the Ravenloft universe have been 
added, giving Iron & Blood an even more 
authentic Dungeons and Dragons feel. Just 
in case you missed our first-look in the 
July issue, we’ve decided to show anoth- 
er sneak-peak before the game’s released 
this October. As you can probably tell from 


DT] 


these screen-shots, Iron & Blood is a true 
SD fighter, comparable to the likes of Battle 
Arena Toshinden, in that you do battle in 
a three-dimensional arena, with characters 
comprised of texture-mapped polygons. 
And, like BAT, it’s possible to jump into and 
out of the screen. At this point, there are 
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a total of 16 fighters, ranging from were- 
wolves to wizards, each having their own 
characteristics and fighting styles. Iron & 
Blood will also include many options such 
as Training and Campaign modes. 


__А5С + AVAILABLE NOVEMBER | 


Perfect Weapon is a unique game, best 
described, graphically, as a combination of 
“Resident Evil” and “Battle Arena Toshinden.” 
The game is designed so that the player moves 
his character through a series of static, 3D 
areas and rooms (there are going to be over 
1,100 different 3D locations in the game), 
exploring and solving puzzles. But, that’s not 
half the story. When the player makes it into 
certain areas, Perfect Weapon becomes an 
arena fighting game, where you go at it with 
four different attackers at once, all in real-time 
3D. The character animation, even at this early 
date, is what makes this game go. Developed 
by Gray Matter, Perfect Weapon may very well 
end up as one of the most unique and excit- 
ing products to hit the PlayStation this year 
... We'll keep you posted. 


PLAYMATES » AVAILABLE DECEMBER 


Playmates Interactive's “VMX Racing" will be the 
first Motocross/Supercross game for the PlayStation. 
Based on the pre-alpha version of the game that 
we were given for this preview, VMX looks like it will 
be an attractive purchase for racing fans when it is 
released later this year. VMX gives the player the 
opportunity to take control over a number of user- 
selectable bikes and race in exhibition mode, or com- 
pete in the motocross/supercross circuit. There are 
a wide variety of courses housing the competition 
and, according to Playmates, there will be bonus tracks 
in the game that include a zero-gravity circuit! The 
game can be played from any one of three different 
camera angles and will also feature sound effects 
recorded from actual motocross/supercross events. 
VMX Racing is being developed for Playmates by 
Lombard, Illinois based Studio E. The game is still 
very early and is scheduled for a December release. 
Look for our editorial review in an upcoming issue. 


HARD CORE 4x4 


ASC • AVAILABLE NOVEMBER 


American Softworks Corporation was very 
much the quiet company on 16-bit, but they 
are prepared to announce their entrance into 
the world of PlayStation gaming loudly and 
clearly. We were recently given demo’s of 
two of their releases for this holiday season, 
“TNN Motor Sports Hardcore 4x4” (say that 
four times, fast) and “Perfect Weapon”, both 
scheduled for December releases. TNN is, just 
as it sounds, an off-road racing game with 
an incredible, real-time, 3D engine. Players 
can choose to race in any one of six differ- 
ent trucks across varying terrain. According 
to ASC, they are putting much emphasis 


on vehicle physics and, from the play time 
that we had with the game, they have suc- 
ceeded in achieving realistic motion in their 
engine, big time. The 3D movement in the 
game is very smooth and detailed. We hope 


 INTERPLAY » AVAILABLE SOON 


While Casper the Friendly Ghost is not going to, at first men- 
tion of the name, excite anyone who fits the typical PSExtreme 
reader profile (approximately 32 years of age), this very- 
late-to-market title has some great gameplay under the sur- 
face of its “kids-only” marketing package. “Casper” follows 
the plot of last summer's blockbuster theatrical release, more 
or less, and casts the player as Casper. The game is one of 
search and discovery, and puzzle solving. Presented in a very 
“Legend of Zelda”-kind of style, you must navigate Whipstaff 
Manor in search of missing pieces of portraits of your three 
uncles. As you discover the pieces, you are allowed entrance 
into other areas of the mansion. To aid you in your quest, 
Casper has the ability to acquire power-ups that allow him 
to morph into different shapes: a rubber ball for bouncing 
into high windows, a saw blade for cutting wood planks that 
are blocking openings in walls and many more. The shots 
that you are currently looking at are from the alpha version 
of the game. We don’t want to take a chance on guessing the 
release date on this one, but it should be very soon. Look for 
our review in an upcoming issue. 


to have much more to show and tell you over 


the next couple of months, so stay tuned! 
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It seems that there are two, 
Players when it comes tc ghting games. First, there 
are the hard-core fanatics, These are the ones who are 
Willing to s ir life s ngs in the a des, trying 

to perfect that ultimate 84-hit ¢ "ning every 
single fatality These are the ty 
take on the nickname of their fay 
Spout out the history of ev ch 
blood-t (Oh yeah, they also 
that there are Missing frame 
aren’t the right shade to the home 
Versions.) Coy ate Category of players 
who, while “е gamers, just find the fun 

ghting eame 
here it becomes more than 
is definitely notk 

I tend to find 
Tus ally 
and learn 
every single mbo, juggle, cheap апа. 


Ick up a Controller and get an idea right 


EXTREME • Page 45 


‚ any fun or not. With Tekken 2, it’s pretty much 
a no-brainer, we're talking major fun! 
First off, for those of you who aren't familiar | 
with the Tekken series, allow me to give a brief 
| history: The original Tekken was developed, by а 
| talented team of programmers led by Namco's 
| Shigeru Yokoyama, on system | 1, — a hardware 
board for the arcades — which is essentially 
the same hardware as the PlayStation. After a 
successful stint as a соїп-ор, the game was 
converted and enhanced for the PlayStation 
and then released shortly after the launch of 
the American hardware. The same goes for 
Tekken 2, which has been in the arcades for 
approximately a year and should be available to 
American PlayStation owners by September Ist. 
Besides SNK’s King of Fighters «95, Tekken 2 
probably has the highest number of playable 
characters found in any fighting game for the 
PlayStation. The original 17 characters from the 
first Tekken are back, as well as an additional 
eight, making for a total of 25. Now, if you want 
to get really picky, 20 of the 25 characters have 
two separate costumes — selectable by pressing 
either the triangle or X button on the character 
select screen — and Kazuya has three (the third, 
selectable by pressing the start button.) That's 


a whopping 45 separate clothing combinations! At the 
Start of the game, you ct from ten 
of the 24 characters, an beating the game 
with each fi nting one or two 


€n 2 offers an amazing array of options and | 
features, over and above what’s found in the arcade | 
Version, that will impress Just about anyone who plays | 
it. In addition to the traditional two-player, vs. Option, | 
you get a number of Very cool extra modes. There's | 
Team Battle Mode, where 
to eight characters and fig 


killed off all of your oppon 
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f yours. Survival 5 8 апу епешіев уош | 
сап take ош with ar (the life bar Te-energizes a 

little for each Opponent beaten.) Time Attack Mode Sets the | 
Tounds at 40 Seconds each with no pausing the game. In 
this mode, all of the difficulty Settings and Options are set 
to default, This Way, you can talk smack about how fast 

you beat the game. And, what’s probably the most | 
Welcome Option, is the Practice Mode, where you can 
Practice your MOves and combos against a character 

who doesn’t fight back or take on any damage. In the | 

Practice Mode, all of your movements appear via icons | 

at the bottom f the screen SO you can tell if you're f 

executing the moves correctly. Yet another Cool option in Е 

the Practice Mode, is the ability to set the computer to attack | 
you with 10-hit combos, so you Can practice blocking and 

countering against them. There is even à point system that | 

Shows how much damage you inflict with Various different | 
attacks, Lastly, there is an option that lets you pause the 

game and pull пр à command list of most of your fighter’s | 

Moves, which comes in handy if you can’t remember how | 

to do some of your moves and chains. | 


The gameplay in Tekken 2 is very similar to the Original | 
Tekken, with Inoves being executed by certain button and | 


pad combinations, There is a huge Variety of different moves | 
that can be Performed over and above the Standard punch and | 
Kick, such as ground attacks, combos, juggles, Teversals, dash I 


attack multi-part throws, and executing them, 
with 26, is c 'econd-nature, 
1 ally impressive as the 
Otably, is the amount 
of which are displayed on 
these two page ave been added to the home version, 
including One of the most amazing, minute-and-a-ha -long, 
intros that the industry has ever сеп on a home System, as wel] 
as endings for each. and every character, As in the original, al] 
of the fighters are comprised of 3D shaded, light-sourced, 
textured polygons, and their movements have been motion- 
captured, giving them incredibly fluid and realistic animation, 
The home ve ion allows you to choose from either the ginal 
arcade or arran ged soundtracks and both are excellent in their 
Own right, 


All of the gr translated over into 
the gameplay, wi 


‘ carried out in an 
incredible levi il. mple, there's 
Law's “chest c]; p» / 


"so, flip, 
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darn fun to Play ... over and оу 


fighting game to appear on the 

for all other one-on-one fi 

Years to come, With its be. 

amount of characters 

game is a must-buy for anyone who ow tics | 
and novices alike.) With that being 5 giving | 
Tekken 2 the illustrious 


gold rating an 5 leaving | 
Just enough room for th 


€ possibility of a better Sequel. 
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It’s “Morning in America” (well, at least 
for those of us who are lucky enough to own 
a PlayStation) and all is well, because I’m play- 
ing Crash Bandicoot. As I am more than 
painfully aware that there are a number of 
readers in our audience who were about five 
during the Reagan era, I will make that the 
last sly, slick and quick, reference to the nasty 
world that exists outside of your TV, or mon- 
itor, for the remainder of my latest fumbling 
at the ol’ word processor. Suffice it to say that 
the words “pre-book” should soon be spring- 
ing off of your lips and that Crash, in all of its 
jewel-cased (see EXNews) splendor, will be 
arriving in your town on September 9th. 

The essence of Crash Bandicoot is that 
it combines nearly flawless, timing-based play 
mechanics, of.a classic arcade nature, with 
new technology that is simply better than 
everything that has gone before it. The game 
asks you to jump, spin and then jump some 
more — on platforms, enemies’ heads, rock 
formations, clouds, big dudes with big butt 
cracks, snakes, mad scientists, man-eating 
plants, a native here and there, skunks, rats, 
hot and cold pipes and assorted other humans, 
plants, animals and minerals. Sound like big 
fun? It is! 


d 


BANDIGOOT 


Crash features 52 levels of action/plat- 
form gaming in real-time, high-res 5D. There 
are six bosses that you will cross paths with 
inthe game, as well as a large number of secret 
places, gems and three different bonus levels. 
The game takes place over three islands that 
are under the control of the evil Neo Cortex 
and his minions. You begin the game with four 
lives and can accumulate more by breaking 
boxes and snagging 100 apples (the collectible 
of choice in Crash Bandicoot) and/or Crash 
one-up boxes. While the story and play theme 
could be called familiar, the world that you 
play within is anything but. 

Each of the three islands has its own 
theme, from the first island’s lush jungle atmos- 
phere, to the second island’s dank, dark inte- 
rior environments, which are more than a little 
reminiscent of “Raiders of the Lost Ark,” to 
the high-tech environment found in Cortex’s 
lair on the third island. And the environments 
are rendered beautifully, to a level of detail 
and care that has not been seen in any video 
game prior to Crash. Vegetation extends out 
into paths (and it’s not just green, but many 
different colors ... adding to the sense of real- 
ism), stone idols show signs of corrosion and 
aging, fog drifts across Crash’s feet, and then 
there's the man ... uh, marsupial, himself. 


Crash comes across as a new-age, Warner 
Brothers-style, character. He is colorful, 
detailed, streamlined and manages to express 
his feelings with the twitch of an eyebrow, 
or merely by hunching his shoulders. The look 

of the game is 
always that of 
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a cartoon; but, it is the best-drawn and most 
realistic cartoon animation that I have seen 
іп a video game. The thing that is really amaz- 
ing, however, is that this graphic look comes 
in real-time 3D. You know real-time 3D — that’s 
when you take a basic polygonal shape, apply 
a texture-map to it ... say, wood, and then move 
through the environment and scale the object 
up to the point where the wood blows up into 
hundreds of squares, disintegrating into an 
exploded mess. With Crash, the large polygon 
count and 16-bit textures allow for an extreme- 
ly high level of detail ven close-up. 

If I have any criticism of Crash at all, it 
is that some people may find that the play 
mechanics become a little repetitive after 
awhile. Although, for me, that is not the case. 
While it is true that you are only required to 
spin and jump through the entire game, the 
environments that you are spinning and jump- 
ing in constantly change the nature of your 
actions. The game’s levels require that you 
react in different ways to the architectural 
design and that helps to keep the game fresh. 
Is Crash perfect? No ... but it is really, really 
close. 


Dave 


If Ihave any criticism of Crash at all, it is 
that some people may find that the play 
mechanics become a little repetitive after 
awhile. Although, for me, that is not the case. 
The game’s levels require that you react in 
different ways to the architectural design 
and that helps to keep the game fresh. Is Crash 
perfect? No ... but it is really, really close. 


Although there have been a num- 
ber of flight sims released for the 
PlayStation, since its introduction, none 
have been a true simulation. What we 
have seen so far, have been arcade style 
shooters. This is by no means a, bad thing, 
it’s just that if you wanted hours of com- 
bat simulation, you pretty much had to 
look to the PC. Enter Microprose’ 
Gunship. The first true flight simulator 
for the PlayStation puts you at the con- 
trols of one of three of the most advanced 
combat helicopters in the world, fighting 
in your choice of two separate campaigns. 
That being said, it’s time to strap in and 
pull chaulks. 

Although Gunship is a true flight sim, 
it does give you the option of playing in 
either an arcade or extended campaign 
mode. In the arcade mode, once you 
choose your theater of operation, and 
your gunship, you are immediately thrust 
into the action. The goal is simple ... 
knock out all of your objectives, before 
the enemy gives you an extended dirt 
nap. As you progress, you attain varying 
levels of rank, all the way up to General. 
While the fast paced environment spells 


arcade, the overall gameplay is still very 
much a simulation. 

For the purists out there, of which I 
count myself one, you can select the 
extended campaign mode. The missions 
are the same, but the gameplay is vast- 
ly different. Again, you can choose bat- 
tling either the (former) Soviet Union all 
throughout Central Europe or, making 
your assignment a little more realistic, 
you can attempt to push back the com- 
bined forces of Iran and Iraq, as they try 
to make their way into Saudi Arabia. 
In this mode, however, you can also con- 
trol many other aspects of the game, such 
as enemy quality, wind, visibility, avoid- 
ance systems and flight controls. This 
is more than enough input into the gam- 
ing experience to satisfy even the most 
demanding arm chair aviator. 

As far as the look of Gunship goes, 
Microprose has updated the original PC 
version. The 3D graphics feature tex- 
tured, light sourced and depth cued 
objects, which help eliminate that chunky 
feeling you get when you fly low to the 
ground. Additionally, the horizons have 
been bitmapped to offer changeable weath- 
er conditions. All of this makes for a 
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smoother flying experience and adds quite 
a bit to the realism factor, as well. The 
real question lies, however, in the game- 
play; and, in this category, Gunship gets 
somewhat mixed reviews. 
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Gunship seems to be limitless; you don’t 
get that claustrophobic feeling like you 
do in most of the PC sims. You get the 
sense that you actually have a destina- 
tion and you’re not just flying around 
looking for a target. Unfortunately, your 
view from the cockpit isn’t so expansive. 
It’s very difficult to identify your targets, 
so much so, that you rarely use it. The 
flight controls also mix good and bad. 
Your targeting mechanism works like a 
dream; even the most inexperienced sim 
jockey will look like a master. The actu- 
al flight control isn’t so perfect. The steer- 
ing control is a little too loose for my taste; 
it’s just not as realistic as other aspects 
of the sim. Additionally, a little more vari- 
ety in mission characteristics would help 
alleviate some of the pain associated with 
the pace of the missions. 

Ultimately, Gunship does a good job 
of bringing the flight sim experience to 
the PlayStation ... just not a great one. If 
you're hungering for a true sim, you won't 
be disappointed by your purchase. 
However, if you want a perfect sim, you're 
going to have to wait a while longer. 

Alex 


Ultimately, Gunship does a good job of 
bringing the flight sim experience to 
the PlayStation ... just not a great one. 
If you’re hungering for a true sim, you 
won’t be disappointed by your pur- 
chase. However, if you want a perfect 
sim, you're going to have to wait a while 
longer. 
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The anticipation has been running high 
for Beyond the Beyond, Sony’s debut RPG, 
which has been available in Japan for over 
a year now, and on the release lists at major 
chains, such as Babbages and Electronics 
Boutique, for months and months. Originally 
scheduled to ship early in the summer, and 
having slipped more than a few times, 
Beyond the Beyond is finally ready and 
should be on store shelves by the time 
you're reading this. 

The story is set long ago in a forgotten 
age. During this period, an immense war 
waged between the Beings of Light and the 
Warlocks of the Underworld. Every living 
thing took part in the battle, or became vic- 
tims of the cataclysm. The Earth was head- 
ed for complete annihilation, and both sides, 
finally realizing this, decided the only solu- 
tion was to call a truce. It was decreed 
the Beings of Light would stay on the sur- 
face while the Warlocks would venture 
underground, so the two could coexist peace- 
fully. The Kingdom of Quamdar was cho- 
sen as the boundary between the two 
realms. Centuries had passed away quiet- 
ly until an ominous cloud settled over the 
kingdom and hordes of evil beings began 
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appearing throughout the countryside. You 
are a young knight-in-training named Finn. 
Accompanied by Steiner, a friendly little 
dragon, you must set out on a perilous 
adventure, gaining up to 13 allies to add to 
your party, and put a stop to the evil pow- 
ers that are invading the Common World. 

In true RPG fashion, Beyond the Beyond 
combines an intricate story, plenty of explo- 
ration, light puzzle solving and lots of bat- 
tles; although, it doesn’t do any one of these 
things particularly well. The story certainly 
is entertaining and keeps the player inter- 
ested in the goals he/she has to accomplish, 
but it never quite reaches the point where 
you become immersed in it. 

The exploration mode of the game plays 
like most 16-bit RPGs, with the typical lit- 
tle cartoony characters viewed from an 
overhead perspective. The battle scenes are 
much more visually impressive, played out 
in a three-dimensional, 360-degree envi- 
ronment, which is rotatable on the fly by 
pressing the L1 button, allowing you to view 
the action from just about any angle. The 
fighting is done in turns, meaning you get 
a, chance to attack the enemy, then they get 
the opportunity to retaliate. The problem 
is that the two different modes of play don’t 


really mesh together all that well. The tran- 
sition from mediocre, last-generation graph- 
ics to cool 3D fight scenes, and then back 
again just does not work. The music, on the 
other hand, is excellent, with a very clas- 

sical, sym- 

phonic quality 
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to it that captures the flavor of the game. 

Beyond provides a long quest, and 
there is plenty of leveling up to be done 
which means lots of fighting. In fact, in the 
exploration mode, it’s hard to move for 
more than a second or two before you’re 
being challenged to a fight. Because the 
game is so long, it’s necessary to save often, 
which can only be done at specific church- 
es found from town to town. 

So, was Beyond the Beyond worth the 
wait? My answer is “probably not.” With 
all of the hoopla and anticipation sur- 
rounding its release, I’m sure a lot of RPG- 
starved gamers out there have extremely 
high hopes for it. I feel most people, like 
myself, will be disappointed when they play 
the game. It’s not that it’s particularly bad 
in any one single aspect, it’s just that, being 
the first “classic-style’ RPG for the 
PlayStation — from Sony I might add — 
it should be an epic event. Beyond the 
Beyond sadly isn’t even close. My recom- 
mendation would be to buy it if you just 
can’t wait for the bigger and better things 
that are just on the horizon ... 


Greg 


It’s not that it’s particularly bad in any one 
single aspect, it’s just that being the first 
“classic-style” RPG for the PlayStation — 
from Sony I might add—it should be an epic 
event. Beyond the Beyond sadly isn’t even 
close. My recommendation would be to buy 
itif you just can’t wait for the bigger and bet- 
ter things that are just on the horizon ... 


І you've been thinking that it’s time 
for another classic arcade racing game 
from Namco, then your ears must have 
been burning (and you should also con- 
sider a job as a Tea Leaf Reader to the 
“stars”!) Namco has just released the 
long awaited and highly anticipated Ridge 
Racer Revolution. For those half dozen 
or so that didn’t buy last years’ number 
one racing game, this is the sequel, if 
you will, to that ground breaking arcade 
translation, know simply as, Ridge Racer. 

The original was hailed as breath- 
takingly beautiful, with a “thumpin” 
(sorry, but it does describe the feel) sound 
track and a few surprises and bonuses 
to boot. Well, like any good follow-up, 
Revolution has everything you expect 
and then pushes the graphical and musi- 
cal boundaries even further! The pho- 
tos on the page, as crisp as they are, 
don’t do the game justice. The buildings 
are all cleaner and sharper, and the tran- 
sitions from dawn to dusk to nighttime 
are oh, so smooth! The first lap around, 
when you pass the light tower (looks 
loosely modeled after San Francisco’s 
Coit Tower) during daytime, it really 
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stands out as an architectural element. 
But wait until you blast by it at night ... 
very impressive! The outside of the struc- 
ture is dimly lit, while a bright light 
shines through the windows on the top. 
Due to screen size, this can be better 
seen when playing from the perspective 
behind the car. 

Looks like I’ve lead myself into a 
fine transition, as I want to make a quick 
mention of the two driving modes. Just 
like the original, Revolution offers a dri- 
ving vantage from behind the car or 
behind the wheel. While I’ve always 
nought that driving from the latter per- 
spective was more difficult, Namco has 
added a feature to help ease the pain! 
That’s right! Take another look at the 
screen shots ... what do you see? If you 
said “rear view mirror”, then go to the 
head of the line! This simple driving aid 
adds a whole new dimension to the 
behind the wheel driving experience. 
Granted, in Ridge Racer, the announcer 
dude would occasionally say “They’re 
right behind you”, but you never knew 
if the other cars were coming up on the 
left or right side. I often found myself 
flinging the car haphazardly from side 
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to side and would usually wind up smack- 

ing into the side of the ridge (thus “ridge” 

racer, for those of you not following 
along.) 

Just as in the original, Ridge Racer 

Revolution 

offers up the 
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same four initial cars to choose from 
and one single course, divided into three 
different difficulty levels. The good news 
is that there is still the Galaga space 
ships to shoot in the opening sequence. 
Provided you shoot all forty (40) of 
them, you’ll receive the additional cars 
from which to choose your racing vehi- 
cle. For those of you familiar with Ridge 
Racer, there are some extra bonuses 
in this version as well (see April’s 
Execute for the details.) The bad news 
... Well, there is no bad news. Ridge Racer 
Revolution is the perfect sequel, and 
as a stand alone title would be just as 
big a hit. Kudos Namco! 

Eric 


The good news is that there is still the Galaga space 
ships to shoot in the opening sequence. Provided you 
shoot all forty (40) of them, you'll receive the addi- 
tional cars from which to choose your racing vehicle. 
The bad news ... well, there is no bad news. Ridge 
Racer Revolution is the perfect sequel, and as a stand 
alone title would be just as big a hit. Kudos Namco! 


Jaleco, the company most video 
gamers know from their baseball and 
soccer sports titles, is set to release a 
driving game that blends the finest 
elements of arcade and simulation rac- 
ing. Tokyo Highway Battle sets the 
stage for competition on the streets, 
where players can, and will need to, 
upgrade their vehicle to challenge the 
best of their computer counterparts. 

After playing a few quick games, 
my first reaction was that Tokyo was, 
graphically, very similar to Ridge Racer. 
It didn’t take long to figure out, how- 
ever, that the gameplay is vastly dif- 
ferent. The initial goal here is to earn 
enough money in each race to pur- 
chase upgrades required to compete 
in the later levels. The modifications 
one can make to their car are numer- 
ous, ranging from brakes, tires, trans- 
missions, engines, electronic devices, 
aerodynamic body changes and more. 
And, from within each of these cate- 
gories, there are a host of choices to 
make, usually dependent on the 
amount of money you wish to spend. 
However, certain items are not com- 


patible with others, and you may find 
that for particular races, some 
upgrades will work better than others 
— so know your course! Once you pur- 
chase an item, it will be in your inven- 
tory until it breaks, blows, or wears 
out. One more thing, this is not just 
simply a race of speed, you must simul- 
taneously attempt to put your oppo- 
nent out of commission, while striving 
to maintain your relative position. 
If you are not aggressive in keeping 
the computer behind you, he’ll blow 
right on by. At times, however, it feels 
like the computer is just toying with 
you, ( you always seem to be within 
striking distance of the lead ) so he 
can rip your heart out at the end of 
the race. 

Jaleco has added another element 
to Tokyo by way of the “drift” func- 
tion. As a way of getting through the 
corners in the latter stages Cyou real- 
ly won’t need to worry about it early 
on), you will want to let off the gas 
and press one of the ‘L’ buttons to con- 
trol your slide through the corners. 
This technique will take some prac- 
tice, but you will need to master it if 
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you want any chance at defeating the 
*Drift King". 

Tokyo Highway Battle definitely 
adds a cerebral element to the driving 
experience by requiring you to upgrade 

your vehicle 
with the 


right equipment at the right time; but 
don't let this fool you into thinking 
that your driving skills won't be test- 
ed. The courses become more chal- 
lenging with each level, as the 
computer puts more traffic on the 
road, and your car (assuming you've 
correctly modified it) travels faster. 
Don't underestimate the traffic! The 
buses and 18 wheelers are huge, and 
considering that you're going at least 
three times faster than they are, they 
can appear rather quickly. You'll have 
to think ahead and time your actions 
accordingly. Of course, going around 
those blind corners makes life even 
trickier! 

Jaleco has borrowed from many 
themes of other racing games to cre- 
ate, if not an original, a well round- 
ed and highly playable driving game. 
I find myself enjoying this title more 
and more, and believe that Tokyo 
Highway Battle won’t sit on the shelf 
long enough to gather any dust. A must 
buy for the driving enthusiast! 
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Jaleco has borrowed from many themes 
of other racing games to create, if not 
an original, a well rounded and highly 

driving game. I find myself enjoy- 
ing this title more and more, and believe 
that Tokyo Highway Battle won’t sit on 
the shelf long enough to gather any dust. 
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Two months, and two consecutive reviews, 
in which I’m baggin’ on something created by 
Silicon Dreams. (Last month’s victim was “Olympic 
Soccer the first game in the Eidos Sports line.) 
But such is my solemn duty to bag on the Dream 
dudes when they keep putting out stuff that's 
noticeably inferior to the competition. This time, 
ihe competition is Konami's “International Track 
& Field,” which my friends and I — well, okay, 
other people's friends, I have none — have been 
playing to death since the day we got it. 
“Olympic Summer Games" is, like IT&F, a 
multi-event game in which success is determined 
argely by how damn fast you can tap the but- 
tons on the PlayStation controller. (Two but- 
ons are tapped for speed and a third is used 
to jump/throw/lift/grunt/whatever; you can con- 
igure the buttons to your liking.) There are twelve 
events, divided into five categories, which ТЇЇ glad- 
ly summarize for ya now: 

The “Track” category has the 100-meter 
dash, which is pure adrenalin, and the 400-meter 
dash, which adds a fatigue bar to the mix; you 
can’t run all-out for the entire race, but, instead, 
have to pace yourself. “Field 1” has the Javelin, 
Discus and Hammer; all three events use an aim- 
ing meter, kinda-sorta like a golf game. The power 
meter “locks in”, before you start aiming, which 
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makes it less challenging than the run-while-aim- 
ing interface of IT&F. “External” has Fencing, 
a very repetitive game of thrusts and parries; 
Swimming, which is similar to the 400-meter 
dash, including a fatigue bar and Weight Lifting, 
a tedious three-phase clean-and-jerk in which you 
have to set the power meter three times. Ugh! 
“Field 2” has the Long Jump, High Jump, Pole 
Vault and Triple Jump. No interface innovations 
here; you run and you jump. “Shooting” has Rapid 
Fire Pistol, in which you blast away at targets 
(the crosshair randomly moves after each shot, 
forcing you to re-aim), Skeet (in which you blow 
away clay Frisbees with a double-barreled shot- 
gun) and Archery (in which you have to com- 
pensate for wind that changes direction and 
strength with each shot). These are the most 
enjoyable events in Summer Games — I mean, 
hey, you can’t go wrong with guns and arrows. 

So what are Summer Games’ numerous 
problems? Let’s break it down. #1: You can only 
enter three letters for your name — initials, rather 
— while IT&F allows eight. (A very minor point, 
but I’m vain, dammit.) #2: It’s exceedingly dif- 
ficult to break the world records, even when you 
have a maxed-out power meter and perfect aim. 
#3: The game doesn’t detect rapid-fire controllers 
like IT&E, although it doesn’t work well with them 
anyway. #4: The gameplay is too slow; the load- 
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ing times are a bit long, and the events just don’t 
move quickly enough. Even the 100-meter dash, 
the event that embodies speed, feels sluggish. 
When you're engaged in a multiplayer game, you 
want constant action and feedback. Nothing kills 
a party faster 
than a video 


Unless you’re shocked and outraged by 
Konami’s thoughtless omission of skeet 
shooting — and Lord knows I was — 
International Track & Field is superior 
to Olympic Summer Games in every way; 
it’s faster, prettier, and much more fun. I 
hate to be cruel, but Eidos doesn’t even 
get the Bronze X for this subpar effort. 


game you watch more than you play. (Although 
Tve found that cranking up a Michael Bolton CD 
can also snuff out a party real quick.) 

Graphically, Summer Games looks like a 
daguar game, and that’s as far from a compli- 
ment as Bob Dole is from his adolescence. The 
polygon athletes are sadly underdetailed, look- 
ing more like inflatable matables than real peo- 
ple, and move just as unrealistically. When you're 
playing a game with such minimalistic gameplay, 
you have the right to heaps of eye candy. (Heck, 
it’s in the Constitution—check the paragraph right 
after freedom of speech.) There’s a smidge of 
annoying techno tunage during the menu screens, 
but no music during the events, just the roar 
of the crowd and several annoying and repeti- 
tive sound bites spoken by a guy who is definitely 
not a sportscaster in real life. 

Unless you’re shocked and outraged by 
Konami’s thoughtless omission of skeet shoot- 
ing—and Lord knows I was—International Track 
& Field is superior to Olympic Summer Games 
in every way; it’s faster, prettier, and much more 
fun. I hate to be cruel, but Eidos doesn’t even get 
the Bronze X for this subpar effort. 


gi DIE HARD TRILOGY 


The oft-delayed “Die Hard Trilogy is final- 
ly ready to hit retail. In order to give all of 
you the most accurate evaluation of this game, 
I think that the best way to review Fox 
Interactive’s new title is to, as the name implies, 
look at the game not as one cohesive unit, but, 
instead, to analyze the title as three separate 
games, then look at how the whole package 
comes together at the end ... make sense? Let’s 
get to it then ... 

DIE HARD 

The first part of the game is loosely based 
on the first movie, “Die Hard.” In this third- 
person action game, you are cast as John 
McClain and must take on the Nazi-like min- 
ions under Hans Gruber’s (Allan Rickman in 
the movie) employ. You must move through a 
real-time, 3D environment as you make your 
way up twenty floors of Los Angeles’ fiction- 
al Nakatomi Plaza. This game is classic “Doom”- 
like gameplay, with heavy shooting action, 
power-ups sprinkled along the way (in the 
form of bombs, medical kits, food and drink, 
rifles and shotguns) and hostages that must 
be rescued from each floor. Once all of the 
hostages have been rescued, and all of the bad 
guys disposed of, a bomb is triggered and you 
are given 31 seconds to make it back to the 


elevator before the bomb goes off and ends the 
game. 

You begin in the parking garage, move to 
the reception area and continue up through 
the building to the roof. The graphics in this 
level are good, but not great, and the level of 
action is pretty intense, with a moderate level 
of difficulty. Patience is the key in this game, 
as the bad guys will always come to you. You 
only have three lives to live, in Die Hard, so 
you need to use them wisely. 

DIE HARDER 

This game is a first-person, arcade-style 
shooter, a la Sega’s “Virtua Cop”, where you 
have no control over where your character 
moves in the level, but you have complete con- 
trol over the targeting and shooting action. 
This game is presented in high-resolution graph- 
ics and presents a tremendous amount of stuff 
to shoot and blow-up, and it also scores big on 
the *gore-ometer" This game is based on the 
movie's first sequel, “Die Harder", which cen- 
tered around Washington DC’s Dulles Airport, 
during the holidays. The game places you right 
in the middle of the airport, with snow falling 
and gun-play all around. 

Again, the basic theme in this game is 
don’t waste the innocents and wax all the bad- 
dies. You are given five lives, to begin with, 
and the same power-ups that were present in 
Die Hard are also found in “Die Harder” plus 
more weaponry. The game’s coolest feature is 
the fact that everything can be shot or blown- 
up, including walkways and soda machines, 
and everything you shoot will show bullet holes. 
My one complaint is that there is so much 
action that it can, at times, become very dif- 
ficult to pick out your target. To help with this, 
Probe (the developer of the game) has includ- 
ed a cursor system that changes colors, from 
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blue to red, to help you recognize imminent 
danger. In addition, the play screen blurs when 
you take a hit. This game features the best 
graphics of the three and also supports the 
Konami “Enforcer” game gun. One other note, 
there is no penalty in the game for shooting 
civilians, hostages and cops (how did that slip 
by?), other than not scoring points for res- 
cuing hostages. And, you can also pump fall- 
en bad guys, as their bodies convulse, until 
they explode into red goo (this game is defi- 
nitely NOT for the squeamish!) 
DIE HARD WITH A VENGEANCE 
The last game is a very cool, real-time, 
3D driving game with multiple viewpoints. 
What makes the driving action great in “Die 
Hard with a 


“ 7. Vengeance” is 


While there are games that may look a 
little better than DHT, there are not 
many that PLAY better or offer so much 
fun for your hard-earned buck. Do the 
three games tie together? ... Not real- 
ly, but that’s OK, I'd buy any one of the 
three as a stand-alone game and con- 
sider it a good purchase. 


the fact that you are not driving on a set path. 
Instead, the designers have allowed you to nav- 
igate the streets of New York City in any way 
you see fit, as long as you destroy all of the 
bombs sprinkled throughout the area(s) in the 
specified amount of time ... fail, and you suf- 
fer a horrific death that looks like Armageddon! 

The graphic depiction of New York’s dif- 
ferent burows, in this game, is fantastic, with 
a fast frame rate and excellent control over 
the vehicle. There is a directional meter to help 
you find the location of the next bomb or car 
(like the movie, you can change vehicles dur- 
ing the game) and a Samuel Jackson sound- 
alike (well, sort of ... he actually sounds more 
like Chris Rock in those Nike commercials with 
Penny Hardaway and the dummy) does his 
best to irritate the Hell out of you during your 
ride. The game also has a number of cool touch- 
es from the movie, including the ambulance 
that clears a path fer you. Again, this game 
is not for the squeamish: you can’t help but 
mow down pedestrians and their blood spurts 
all over your windshield, with you wipers work- 
ing overtime to remove the unwanted cor- 
puscles! 

So, that’s the story? Was Die Hard Trilogy 
worth the wait? My answer to that question 
would be yes, yes and yes! While I have played 
many multi-scenario, arcade-style, games in 
my day, none has presented the quality of DHT 
in each and every scenario. While there are 
games that may look a little better than DHT, 
there are not many that PLAY better or offer 
so much fun for your hard-earned buck. Do 
the three games tie together? ... Not really, 
but that’s OK, I'd buy any one of the three 
as a stand-alone game and consider it a good 
purchase. 

Dave 
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PROJECT OVERKILL 


UBLISHED AND DEVELOPED BY КОМАРІ 


When we called Project Overkill “an 
extremely violent and bloody 3/4 isometric 
action/shooter” in the June preview, ‘twas 
no lie; this game has more gore on display 
than DOOM and Resident Evil put together. 
But is there gameplay to be found beneath 
the gushing bodily fluids, you ask? I ain’t 
gonna tell you for 500 words or so, he 
replies—I got two pages to fill. 

Project Overkill's storyline is a bit com- 
plex, for a one-paragraph summary, but let’s 
give it a go: In the future, various space- 
faring corporations compete with each other 
for the rights to develop primo planetary sys- 
tems. When the negotiations go sour, the cor- 
porations start fighting dirty; Project Overkill 
is one such corporation’s method of “nego- 
tiation”: a group of four mercenaries hired 
to wipe out the competition. 

Each of the mercs has four individual- 
ized weapon types: a Class 1 machine gun, 
a Class 2 energy weapon (lasers), a Class 
3 explosive weapon (grenades), and a Class 
4 intelligent weapon (heat-seeking rockets, 
smart bombs.) All of the weapons chew 
through ammo like it’s going out of style, but 
don’t fret ... there's ammo liberally scattered 
throughout each of the game’s 50+ levels, 
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and some of your enemies kindly drop Class 
1 ammo when you ventilate them. If you run 
out of ammo, you can resort to swinging your 
fists, which is the most satisfying way in the 
game to nail somebody. 

You’ll also find power-ups and other 
objects as you explore, such as a “personal 
battlescreen” that gives you a temporary 
force field, an adrenal boost that makes you 
run around faster, and eyeballs and severed 
hands to open retina-scan or fingerprint- 
encoded doors. 

Each level has a specific goal or goals, 
sometimes simple (kill as many people as 
possible) and sometimes not (locate and 
acquire a well-guarded item.) Finding your 
way through the levels is made easier with 
an automapping system, although it doesn’t 
let you look at the entire map, just your imme- 
diate surroundings. You can also call up the 
mission goals if you get so caught up in the 
bloodshed that you forget you’re not just there 
to kill. At the end of a level, you can choose 
which one to tackle next, and each level has 
several DOOM-esque hidden areas (revealed 
by blasting through suspicious-looking walls.) 

The angled-overhead view, in Project 
Overkill, isn’t close to phenomenal, spec- 
tacular, or other multi-syllabic words; but the 


animation is certainly nice and smooth, and 
the graphic artists have worked overtime on 
the death sequences. An enemy soldier might 
have his intestines pour into his hands, his 
head burst like a cantaloupe, or his entire 

body blown 

backwards as 


his blood splatters on the wall. (Geez, I hope 
you didn’t eat before reading this review.) 
The game also causes walls to become trans- 
parent when you run behind them, so you 
can always see what’s up. (Strategy #1 in 
Project Overkill: search “behind” walls for 
ammo and other stuff.) The sound effects are 
average, with adequate explosions and death 
screams; but the music is very good, with an 
“Aliens”-esque feel that gets you in the mood 
for mayhem. 

So why haven’t I doled out a Gold X- 
sized score to Project Overkill? The quirky 
controls, which I never got completely com- 
fortable with; the level designs, which are big 
on enemies but often lacking in strategy; and 
the lack of a two-player mode. (Can you imag- 
ine two players cooperating or competing 
to see who racks up more kills?) 

The verdict: Project Overkill offers hours 
of blood-drenched fun, and there’s plenty 
of replayability with the dozens of levels and 
hundreds of hidden areas. One of the few 
PlayStation games that I'd buy instead of 
rent, just because I know I'd get so much 
enjoyment for my gaming dinero. 


there’s plenty of replayability with the 
dozens of levels and hundreds of hid- 
den areas. One of the few PlayStation 
games that I’d buy instead of rent, just 
because I know I'd get so much enjoy- 
ment for my gaming dinero. 


“Love” is not a word I abuse — i.e., “I 
love blueberry Pop-Tarts” — so believe me, 
when I tell you that I love Worms. I think 
it’s the best multi-player game since 
Bomberman. I’ve declared my love in print 
so many times, including the EXNews sec- 
tion of this humble-but-lovable publication, 
that people thought I was receiving bribes 
from Ocean Р.В. goddess (now Sony PR. 
&oddess) Molly Smith. 

Therefore, you can imagine how 
bummed I am at the response Worms has 
received in the U.8. — weak sales of the 
PC version, lukewarm reviews in other 
gaming magazines, and Sony's near-refusal 
to let Ocean release Worms in the States 
— while it’s been the #1 game in Europe 
for several months running. Why the dif- 
ference? Is it Ocean’s weak marketing? Is 
it that Europeans value gameplay over 
pretty graphics? It boggles my mind. (Then 
again, so did trying to follow the plot of 
“Mission: Impossible") 

So, yeah, about the gameplay: Worms 
is a lot like Lemmings, except the 
Lemmings have gone nutzoid and started 
killing each other with weapons of mass 
destruction. You control a platoon of four 
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worms as they engage in battle against 
one to three other platoons, on a landscape 
about three screens wide and a couple 
screens high. There are ten types of ter- 
rain (a few of which affect the gameplay, 
such as the low-gravity lunar surface) and 
each landscape is randomly generated; 
you can also enter your own random com- 
bos of letters and numbers to see what 
pops up. 

Worms is a turn-based game, going 
through the worms one at a time as they 
walk, jump, burrow and blast through the 
landscape with the psychotic but under- 
standable goal of killing the enemy worms. 
There are a foolish number of weapons in 
your arsenal, each of them useful in cer- 
tain situations: bazookas, homing missiles, 
grenades, cluster bombs, shotguns, Uzis, 
dynamite, land mines, air strikes, and my 
personal favorite, an exploding sheep that 
bounces merrily into enemy territory and 
blows up at your command. The distance 
of the projectile weapons is set by press- 
ing and releasing the X button, similar to 
setting the power of your swing in every 
golf game ever released. Some weapons 
are affected by the constantly shifting 
winds, requiring you to adjust your aim 
accordingly. 

Worms’ option screens let you tweak 
just about every facet of the gameplay, 
from the number of weapons you start 
with to the “hit points” of each worm to 
the length of each battle. The instruction 
manual even gives a sample gameplay 
setup to counteract players who use 
“cheap” tactics, such as digging trenches 
to avoid combat or teleporting into hard- 
to-reach places. (Wimps.) 
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There can be up to four platoons, each 
with four worms, and each platoon can be 
PlayStation- or human-controlled; you can 
even change the worms' names at your 
whim. And while Worms is good fun as 

a one-player 
ь game, it’s 


Being possessed with the attention span of a six- 
year-old on Jolt cola, it takes a special title to hold 
my interest for more than a few weeks, and Worms 
has done it; I've been playing my British import 
version almost every day for the past four months, 
and I guarantee I’ll log that much time on the U.S. 
release. If you can tolerate the 2D graphics, you'll 


RATED е Page 67 


with a group of friends/neighbors/annoy- 
ing roommates that it becomes hella enter- 
taining. The turn-based gameplay 
emphasizes strategy over quick reflexes 
— which means older players and (gasp) 
women will get into it — and there’s just 
enough randomization to make it possible 
(but unlikely) for beginners to beat experts 
— which keeps everyone interested. 

The functional graphics — ported 
directly from the 256-color PC version — 
are a bit blocky, and they’re very much 
two-dimensional, which was one of the big 
reasons why 3D-lovin’ Sony of America 
was iffy about releasing the game here. 
But the terrains are nicely varied and the 
worms are sickeningly cute, even when 
an explosion knocks them halfway across 
the screen. 

The sound effects are excellent, and 
only the grumpiest of the grumpy won’t 
laugh at the comments that the worms 
squeak, in helium-pitched British-accent- 
ed voices, as they’re set upon by the 
enemy. The music is also quite nifty, at 
just the right volume to set the mood, with- 
out overwhelming the worms’ cries of vic- 
tory and defeat. 

Being possessed with the attention 
span of a six-year-old on Jolt cola, it takes 
a special title to hold my interest for more 
than a few weeks, and Worms has done 
it; Гуе been playing my British import ver- 
sion almost every day for the past four 
months, and I guarantee ГЇЇ log that much. 
time on the U.S. release. If you can tol- 
erate the 9D graphics, you'll find Worms 
to be a near-perfect multi-player game. 
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You remember when we 
slammed “Alien Virus”, in the April 
issue, because it was a slow, plod- 
ding, point-and-click adventure game? 
And do you remember when we got 
a nasty letter about the review? We 
defended our viewpoint by saying 
that “the overwhelming majority of 
people who purchased the 
PlayStation did not buy it to expe- 
rience point and click games.” Well, 
I'm gonna be using that defense as 
I slam SimCity 2000, along with an 
addendum: “some computer games 
just don’t translate well to consoles.” 
For you see, SimCity 2000 started 
life over a year ago on the IBM PC, 
as the latest in the endless line of 
SimProducts. (All these Maxis micro- 
Management games crossed the 
fun/work line a few years ago, if you 
ask me—I half expect to see SimTaco 
Bell Night Manager one of these 
days.) 

If you ain’t figured it out from 
peeking at the screen shots, the 
“soal” of SimCity 2000 is to con- 
struct and manage an entire metrop- 
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olis. You're in control of damn near 
everything, from the placement of 
individual trees to the yearly bud- 
gets for various social services. If 
the thought of starting from scratch 
makes you feelall squishy inside, 
you can check out one of the game's 
numerous preconstructed cities or 
goal-oriented scenarios (such as 
bringing à massive fire under con- 
trol or restoring wealth and pros- 
perity to a run-down burg). 

Alas, SimCity 2000 has two huge 
flaws that suck the fun right out 
of it. Flaw #1, is the overwhelming 
interface; so many confusing icons, 
and so little on-screen help. The man- 
ual has a three-page look-up chart 
that you might as well rip out and 
glue to your forearm if you’re going 
to play this game; it also has a tuto- 
rial that should’ve been programmed 
into the game itself. Flaw #8, is the 
incredibly slow gameplay; the screen 
“scrolls” at the speed of molasses; 
there are loading pauses whenever 
you access ANYTHING, and the inter- 
face takes several seconds to respond 
to your controller or mouse clicks. 
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cad Scenario 


M Atlanta - UFO Invasionl! We don't 
know if it thinks it'e being friendly 
or what, but it sure is making & 
mess of downtown! 
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(SimCity 2000’s interface is more 
tolerable with a mouse, but it’s still 
confusing as all git-out.) 

The in-game graphics are just 
average, although they rather neat- 
ly change 
within the 
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The plain-and-simple verdict: With its baf- 
flingly unfriendly interface and incredibly 
slow gameplay, SimCity 2000 is absolute- 
ly zero fun, and a game that definitely 
should’ve been left on the PC. If you're look- 
ing for a “construction” game, check out 
Sony’s quirky-cool “Aquanaut’s Holiday” 
and ignore this heaping pile of tin. 


game’s evolving time frame: build- 
ings in the 1900s look suitably 
ancient, while buildings in the 21st 
century look straight outta Blade 
Runner. CYou also gain access to sev- 
eral new structures as time march- 
es on.) Maxis also added a 
PlayStation-only feature, that lets 
you take a 3-D “drive” through your 
city, but the graphics in this mode 
are atrocious, and you can't drive 
through any disaster-riddled areas; 
I wanna see burned-out buildings 
and piles of rubble, not block after 
block of tract homes. 

The plain-and-simple verdict: 
With its bafflingly unfriendly inter- 
face and incredibly slow gameplay, 
SimCity 2000 is absolutely zero fun, 
and a game that definitely should've 
been left on the PC. If you're look- 
ing for a “construction” game, check 
out Sony's quirky-cool “Aquanaut’s 
Holiday" and ignore this heaping pile 
of tin. 
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TAKARA • AVAILABLE NOW ЈАР, 
Takara of Japan is well known for some fine 
conversions of the more popular Neo Geo fight- 
ing games on 16-bit consoles and, probably, 
even more for their ultra-successful PlayStation 
3D fighting game, Battle Arena Toshinden. 
Driving games, on the other hand, they are 
not, and if Choro-Q is any indication, there’s 
a good reason for it. Don’t let these pictures 
fool you, on the outside, Choro-Q looks pret- 
ty darn cool. Let’s see, there’s a variety of 
cute, SD (that’s “Super Deformed” for those 
that aren’t quite familiar with Japanese car- 
toon characters) cars — ranging from mini 
BMWs to Volkswagen Bugs — plus, a multi- 
tude of sharp-looking tracks on which to race, 
varying from grand prix circuits to rally-style. 
But picking up a controller and actually try- 
ing to complete a race is another story alto- 
gether. The control, or lack thereof, is absolutely 
s - unforgivable. Like most driving games, if you 
me С-ге) = hit a wall or an obstacle, you slow down. In 
uus: oor ELO Xx i Choro-Q, hit a wall and, nine times out of ten, 
Y Jj 8 your car comes to a dead halt while you watch 
as the competition irritatingly passes you by. 
Unfortunately, there is no learning curve like 
most driving games, where you can adjust 
to the different style of the controls. It’s just 
pretty much uncontrollable. If you do partake 
in the occasional import title, this is one that 
could be easily passed up. At this time, there 
are no official plans, from any company, for 
an American release. 


LAP TIHE- ; TOTAL TIME-— 
* 08703 ШІ - s O° 12775 


ua 
ОТАТ, TIME- 
4% 3536 


Volume 1+ 15516 10+ Sentember 1996 


< LAYSTATION 
cum ТО THE P! 
FFICIAL MONTHLY i 
THE PLAYER'S UNO! Ы 
NAMCO'S 


STING SAME --- 
THE ИШИ PLAYSTATION! 


Hiis ISSUE: 
ТЕУ ЕЕ ‘BAN picoot 
RILUGY 


sue with ы 
Subscription 


(While suppli 


last) 


УС 


For i ТЕ you can have 12 issues hi the est te T monthly 


dedicated PlayStation magazine. That's 37.3" OFF the cover Lia 
СТІ ПА 


т 


gem 


COMING IN SEPTEMBER FROM DIMENSION PUBLISHING: 
00А“! 
Nu» 


TEKKEN 2™: THE OFFICIAL STRATEGY GUIDE AND 415:372 
CRASH BANDICOOT”: THE OFFICIAL STRATEGY GUIDE 


ORDER DIRECT 


72 
Pe Pont 


To order by mail, send a check or 

money order made payable to. 
Dimension Publishing 

1175 Chess Drive, Suite E 
Foster City, CA 94404 


Specify SFA, Resident Evil or 
Subscriptions 


Back issues available. 


THE vi 


u 
Am "MATEG Пт 


2 
orders. 
H 000 


Credit Card Orders, Call 


eui JE 317i = 


ах to strategy 
Canada and Mexic 


STREET FIGHTER ALPHA AND RESIDENT EVIL ARE REGISTERED TRADEMARKS OF CAPCOM СО, LTD. ALL RIGHTS RESERVED. TEKKEN 2™ & ©1994, 1995, 1996 NAMCO, LTD. ALL RIGHTS RESERVED. CRASH BANDICOOT IS A TRADEMARK OF UNIVERSAL INTERACTIVE STUDIOS, INC. 01996 


RB ЕЕЕ 


aoe NAMCO MUSEUM 1j B 
50860 p 
37230 > 

NAMCO • AVAILABLE NOW • JAPAN cé E 


While we're just about to get Namco Museum ۹ 
#1 (see the August edition of Exrated for the : 
complete review) for ourselves in the U.S., 
#3 is already shipping over in Japan. Easily 
touted as the best in the series so far, Namco 
Museum #3 features six more classic arcade 
titles that will evoke many-a-memory of hang- 
ing out at the local bowling alley, dropping 
quarter after quarter into your favorite coin- 
op. On this disc are arcade-perfect emulations 
of Ms. Pac-Man, Dig-Dug, Pole Position II, 
Galaxian and, what’s become standard with 
the series, two obscure, lesser known games 
titled Phozon and Tower of Druaga. The first 
four go without explanation. Although, what’s 
noteworthy is that Dig-Dug offers a screen 
option mode, where you can either choose a 
scrolling version of the game or view it hor- 
izontally because of its naturally longer play- 


IE. IE UE TEILTE field. Of the two latter titles, Phozon is the 
most fun. You assemble complex atoms by 
brates E. 7-1 picking up floating particles in the right order 
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without being clipped by the negatively 
charged ones. Tower of Druaga is the least; 
it’s a basic maze game where you must weave 
your way through a labyrinth, pick up a key 
and make it to the exit without getting your- 
self killed. The virtual museum is much big- 
ger this time around, with a library and movie 
theater to explore. Number 3 is rumored to 
actually be number 2 in America. 
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COOL BOARDERS 


UEP • AVAILABLE NOW • JAPAN 


UEP Systems of Japan (pronounced 
“wep” in case you’re interested) have 
developed a fun and cool snowboard- 
ing game titled, oddly enough, Cool 
Boarders. Looking like a scaled-down 
version of Namco’s breathtaking coin- 
op Alpine Racer, Cool Boarders deliv- 
ers a fast, 3D downhill shredding 
experience. The emphasis in this title 
is not to race against a group of other 
snowboarders, (although, there is a 
*ghost mode”, where you can race 
against your last race) rather it’s to 
accumulate a huge amount of points 
by doing tricks. Tricks are executed by 
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holding down and then letting go of 
the X button to jump, then hitting the 
“grab” СКІ ог R2) button and pad at 
certain points on the track where you 
can catch the best air. There are a total 
of three selectable tracks, ranging from 
novice to expert, with a fourth avail- 
able to you only if you acquire enough 
points. Although the graphic engine 
Scales by quickly, there is quite a bit 
of break-up in the oncoming polys and 
the characters animate in à *herky- 
jerky” kind of way.The music sound- 
track ranges from the prerequisite 
surf-rock to hardcore heavy metal and 
you get the extra-added-value of a 
whacky, off-screen announcer, who 
dishes out comments in his own, 
groovy sort of way. It’s rumored that 
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a major publisher will be picking up 
this title, making some tweaks and 
adjustments, and releasing it in the 
States for a X-mas release. 
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^ EXCAVATE is the section where we dig up the last six months or so of our old ratings and present them on one easy-to-read page, 
along with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a refer- 
/ | еше for those older games that you might have missed (or wish you had). 
3 GOLD GAMES ISSUE RATING Myst 85% 
7 Alien Trilogy 97% МВА In The Zone 84% 
^// | Resident Evil 97% МВА Live 96 84% 
NHL Faceoff 96% Battle Arena Toshinden 2 84% 
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/ Space Hulk 70% 
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Crash in Early and Get a 
Free Alternative Music CD. 


Go to your participating retailer before September Sth and reserve your copy of the incredible, soon-to-be-released Crash Bandicoot.” 
You'll get a free music CD - a 12 track alternative mix that you won't find anywhere else — while supplies last. 
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